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DOWN 


A YEAR and two months ago, a 





| brave experiment was formulated, 


The concept had been hovenng 
tor longer, but in the small Comish 
fishing village of Mousehole 
(pronounced Mow-zal), tha 


| directors of Newsfield, who 


happened to be taking a working 


| break there, committed the. 
| company to launching an entirely 


new type of youth magazime. 

Fed up with theaccepted pap of 
existing periodicals, Newsfield 
tried to devise a magazine which 
would encompass every aspectof 
fe, involve the readership as 


| much as the computer títies did 


and present itself as a long and 

good read every month. From its 
ethora of early working titles, it 
ecame known as LM. 

Sadly, the experiment has 
ended. The fifth issue of LMhas 
not been printed. The magazine 
has closed and às talented and 
devoted editorial team have gone 
their separate ways. Isaid 'ended' 
-LM didnot fail, but market forces 
prevailed against it, Advertising 
agencies and their clients falled to 
see the impact LM was going to 
have on the traditionalhy fractured 
and difficult youth" market. The 
magazine was referred to as too 
widely targetted"; translated, that 
means E covered so much ground 
in its editorial that advertisers 
couidn'ises who was going to buy 
it. The belief that people aged 
between 15 and 25 require 
magazines of a narrow scope and 
preferably with very few words 
which skate right over the top of a 
subject, hardly touching its depths 


| atal, continues. 


Advertisers thought LM would 
confuse potential readers and so 
no-one would buy it, They wera 


| to catch up with LM s monthly 


over to ZZAP! in an attempt to 


| cantellyou the difference between 


- and'committed”. 


| not always near a cinema and — 
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wrong, Taking into account the 
increases in monthly sales from 
the first issue, LM Issue Five would 
have enjoyed sales probably in 
excess of 60,000, and Im 
contident it was easily set to top 
100,000 before the end'of the year. 
LM had to close because 
Newsfeld is not a huge 
conglomerate with limitloss funds, 
and the company could not wait 
any longer for advertising revenuve | 





costs. Às | write, there is still a 
hope that another publisher will 
buy the title, But whatever 
happens, the spirit of LM will not 
die. Hit a flame under the precious 
notions of youth publishing, and 
pointed a finger in a different, more 
vital direction, Hopefully someone 
will lgarn a few lessons from il, so 
that we may look forward to | 
magazines with guts in their bellies 
instead of gu. | 


SOMETHING 
DIFFERENT IN 
CRASH 


Not allof LM has disappeared, 
CRASH has inherited its sub- 
editor Barnaby Page. Shufiles 
and reshufíles seem all the vogue 
at the moment, Ciarán Brennan, 
introduced last month, moves 


improve its team's spelling and 
grammar (now that should De 
something to see!). Barnaby takes 
the hot seat at CRASH, and has 
illsdida Abe ces heavily to this 
issue. Readers of LM will De 
familiar with his style — despite his 
extreme youth, he's the one who 


an ardvaark and a bear-ant. And 
he's the one | always go to when | 
get confused between 'comitted' 


We've also tried an experiment HA pot 
inthis CRASH = you canfinditon | E 

page 130 = Video Reviews. The 
argument goes as follows: CRASH | 
readers live all over the country, 


whether they do or nót — almost 
certainly hire videos regularty. 
Films (videos; may not be directly 
anything to do with computer 
games (though often enough there 
are tle-ins and even films featuring 
computers), but they're a standard 
part of entertainment, and we 
thought CRASH readers would 
like the regular games reviewers' 
comments on the latest hire shop 
releases. 

Hi we've got that wrong, no 
doubt vou will tell us. If the ideas 
proves popular, then we || raprdly 
expand the page to a small | 
section, though no more than four | 
pages at most. | 
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| lhopeyou enjoy this packed issue ae “o Am Di dê Bh | 
of CRASH as much as we've em O A TE EL GR E JS 
enjoyed puttingittogether. Forthe | BB) | Alt i * EA ta 
first time, every review in the | ERR! | ir | Fa ma 
magazinehas colourscreenshots | ESPE mm a 





juntess |'ve been misled by E 
someone in art. Krather depends | 

on how the software comes in 

dunng the production period = this 
month was a bit of a struggle with 
late arrivals, last month was a 
doddle-as to whether we canget 
every review in full colour; but we 
CRASH seems to have suftered | RE out for the Soovial 

from people being unwellof late. | Aearers' Offer on page 79, which 
Tech Niche fans, however, WII De | has someofthebest of US Gold's 
pleased to ses Simon Goodwin past hits as its attraction. Last 
recovered, backon formandback | manth's Gremlin Graphics Offer is 
on the technical pages again. ing great guns. Over the next 
Oliver Frey, unfortunately, has had ew issues, we'libelining up some 
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ade lr nd more amazing deals for those A NEVER TO BE REDEATEI! à 
end older may h ADA Es aaa ra a 0 
Man this issue, But he, too, is back voa gl CHASH we're leaping SPPORTU Nr: 
pedal cid ld ça ana pesnalho sháa | Collect the specially commissioned 16 page FREE 
> : : [=] | 








| next month. ROGER KEAN 















Issue of this piggy cult comictrom IPC: 
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hard at work preparing comic | 

“| Fk preparing « * strip frames of 

| bd scintillating sibilance, rooting through their 
a x rawerfor nuggety truffles to discoverin your 

| RASH. You won't be able to buy this one on 


the news stands — it 
“Readers! it's ONLY in CRASH s for CRASH 


| bi ACADEMICIAN TUNNELS OUT 
f *OOKE, programmer of Tau Ceti and Academ 
| o porto his new tunneling game Micronaut One A 
| tow It relates to his earlier hits why j É 
| dai ; Jjuggernauts 

dd = celas Dei a astreetwise Start VO tas 
gam more tun than teachi am 
ba Nteaching maths, and why he 


| And we reveal who won the C 1g E 
petition, how the DOMARK Strait si 
have fared, ON THE SCREEN returns, plus loads | 
sda how reviews, previews and other goodies we | 
aven't even of yet “-- Dutwe will! 


GAMES REVIEW INDEX 


16 Army Moves Ocean 3º Indoor Sports Advance 
114 Barbarian Palace 22 Island Caper (Spy v Spy ll) 
BY Bismarck PSS Databyte 
64 Book ofthe DeadEssential 105 Jackle and Wide Bulldog Ê 
Myth 110 Livingstone (| Presume) 
19 Bubbler Ultimate -— Blligata 
21 Chronos Mastertronic 26 Mario Brothers Ocean 
24 Cosmic Shock Absorber 104 Mr Weems Piranha 
Martach 3 Octagon Budgie 
116 Dogfight 2187 Starlight 62 Operation Stallion 
61 Don't Panic Dented Wrightchoice 
Designs 15 Parabola Firebird 
114 Enterprise Melboume 38 Pawn (The) Rainbird 
House 111 Red Scorpion Quicksilva 
24 Express Raider US Gold 103 Saboteur || Durell 
112 Final Matrix (The) Gremlin 59 Shadows of Mordor Mel- 
Graphics bourne House 
20 Ghost Hunters Code 61 Shipwreck/Castle Eerie 
Masters Tartan 
62 Golden Mask Compass 31 Star Runner Code Masters 
34 Gunrunner Hewson 25 Strike M.A.D. | 
110 Howard the Duck 25 Super Robin Hood Code 
Activision Masters | 
14 Hydrofool FTL 31 Tuba Ruba Firebird 
65 Inheritance Infogrames 88 Zulu Wars CCS 

























































































Erratum Nemesis 


Sorry! Dueto anodd problem that 
occurred during film planning, last 
month's review of Konami's 
Nemesis lost its ratings. Here we: 
provide you witha cut out and 
paste replacement box... 
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THE MOST FUN-PACKED COMPUTER GAME 
SINCE THE DAWN OF TIME 


Wonderboy is here [or your home computer! From the arcade original by 
Sega. 

Wonderboy is a kid with à quest: to reach lús girlfriend across treacherous 
landscapes and rescue her from the evil King. Burning bonfires, tambling 
boulders, poisonous shakes, Killer frogs and murderous blue midgets can all 
make for a short trip = but our hero cam break open giant eggs to collect a 
stone axe, a quardian angel and other valuables to help hum on his mission. À 
sKateboard speeds up his progress and picking fruit provides bonus pomis = 
ii you re carefull 

A fast, fun-packed game-of skill and timing. 


ACTIVISION 


ENTERTAINMENT SOFTWARE] 
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AMSTRAD CPC CASSETTE 15.99, AMSTRAD CPC DISK 11499. COMMODORE 64/48 CASSETTE 9.98. 
COMMODORE 64/1285 DISK £14,58. ZX SPECTRUM 48K/L2EK/+ 2955 


TM 4 5- SEGA 08h AU Bighto Pesprpet Acsyajon l=e Agthonzoc Dães 





AMAUROTE received a CRASH 


Smashanda rave 128K reviaw last 


month = but now there are some 





problems with the Mastertroni. 


et game, and with their earlier 


Mastertronic were running very 


| Iate with their Amaurote schedule, 


| 50 rather than keep: 


one 


| waiting another few wesks they 

| decided to release a 48HK-0 
version — withoutthe flashy music, 
stilis and animated sequence. 


They then remastered and 


released the dEK Amaurote with 
128K enhancements. Tha same 
thing happened with Zub. 


RO RO RO 












So there are two versions of 


REACH OUT and touch 
something with Educated Archie, 
announced as the “ultimate 
serious toy” for home computers — 
a robotic arm which picks Up 
objects and uses tools, controlled 
from a Spectrum. 

He (it?) can stretch his arm out 
350 mm qustovera foot) and hold 
objects weighing up to 250 9 
(about half a pound). 

Developed by Oxbridge 
Technology in Milton Keynes, 
Buckinghamshire, Archie takes 
just two hours to assembla, and 








Amaurote and Zub floating 


- around in computer shops. 


Butif you're a 128/+2 owner 
who bought a copy of the 48K 
Amaurote or Zub on the strength. 


of our reviews onhy to find that the 
great graphics and sonic goodies. 


werert there, you didn't waste 
vour dosh. 
To get a proper 128K copy of 


* Amaurote Or Zub just Send your, 


48K versión back to Mastertronio 
with a covering note, and they'll 
“send vou a wizzo new one tor no 
extra charge. 

Write to Jeff Heath at 
Mastertronic Ltd, 8-10 Paul 
Street, London ECZA 4JH. 


YOUR BOT| 


the minirobot's software will 
quickly teach you how to use him 
Archie is available for most 
personal computers; the £220 
price includes an appropriate 


software package. At the moment | 


he's on sale only from the 
manufacturers, though an 


Oxbridge Technology spokesman | 


says Archie will bein at least three 


high-strest chains by the autumn. | 
But if you can't last the summer | 


without Archie stiring a coot drink, 
contact Oxbridge Technology 
Limited at Breckiand, Saxon 
Street, Lintord Wood, Miton 


| Keynes MK14 ELD orrning themon 


(0908) 3146265. 


robotics: 
Spacirám Archie 





COMPUTER GAMER magazine 
has clósed just tour months after 


“Argus Specialist Publications tried 


to save the monthly: with a major 
relaunch, making ita lighter read, 
But the improvements weren't. 


enough to kegp the title alive, said 
| Argus Cireulation, Director 


but by hi sina the 


| magazines wiibethelast.| 


| titles , aocording to Lewis. 








BOUNDS 
BACK 


| BOUNDER is a year olá this 


month, and to celebrate lhe 
bbbbouncy tennis-bbbball haro's 
bbbbirihday Gremiin will release 
his next adventure, He-Bounder, 
induly for 27,99 

| be much like the oniginai 
Bounder (aCRASH Smash Indune 
1886) - Bour néler's two 
programmers, Cotin 'Fungus: 
Dooley and Chris Kerry, are doing 
the conversion from the-Co4. 

In Ré-Bounder the player 
negotiates 18 perdous levels 01 
impenetrabie mais, coliapsiblo 
floors and spiky tennis-ball- 


Dursting | objects 


But th:s time Bounder Is 


| equipped witharmour ptating and 


a weapon which still hasn t been 
chosen by Gremlin's armoury — 
so there Il be plenty of alien- 
blasting needed to gel through 


| and obliterate the sentinel at the 


and of-each level. 


| Activision. Nove 





















Eis A ASR 
dropped to undar20, ur ha 
revealed. . 

In 1986 CRASH sold an average | 
01:96,327 copies sach month. 


Thé June issues of both À 








Niro 
nipany has no plans to sell them 
corporate them into other 








































FIREBIRD'S € 1.99 Silver range 
recently bought the nghisto some 
ao Aa es by 

they ve added . 
's puzzle game Think to 
their list of cheap classios — it 
Should be on the Stragts already. 
Think, from Tigress Designs, 
received 82% erall in ty 
1986 CRASH. 

























| | OCEAN has commnissioned a 
ame of the gritty Vietnam film 
latoon, which zoomed to the top 

of the box-office charts when it 

| was released last month. 

The Platoon game should 
appear this autumn on the three 
main formats. 

Ocean's Gary Bracey couldn 
revea! who the programmers are, li 

| but said thatit's notbeing done in- 

house — and that the names will 
have “a familiar nng . The world 

| Waits, 

Desenbing the difficult 
Platoon project, Ocean Chairman 

| David Ward explained: li 

Piatoon doésn 1 contain the À 
| political rhetoric of Rambo, yetit's ps: 
been à tremendous success. It's 
an honest film, and we intend to 

real il sympathetically. 

In computer entertainment the 
victorious soldisr 5 usually the 
hero, he said, 'butir this film the 
heroes are much more complex. 
So a lot of workcand thought is 

| required to create a stimulating 

| product. 






































A complex rolar Ocean are 
working on a game of the 
harsh Vietnam film Piatoon 
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| “when the joystick waggles its last; 
| a couple of hundred entered a 
| pt nd lnow ge to 










THE MAD SCIENTISTS at Konbi 
continue their cruel and unusual 

wEggl Gg: ; | mata DO 
King joystick nan attempt totind 


gut just how. canshakeit | u 
por rpm e cu Wagolng Estr 






























she Uru save 
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postes ve Soctatno” | amdearaprtofiseObmees | ONE OF e] 
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This has been a tough month. tt's 
not that there's been a shortage of 
launches — far from it. But mighty 
forces are shífting, the walls are 
closing'in and the sticky brown rain 
is Coming. 

do Eanes Ena Evo eriy 

n ey. "ve on 
visited this imposing bunkhoóuse 
once before, and that was to 
obtain a visa. That time the 
marines all but strip-searched me 
before letting mento the building. 

This time | wasn't taking any 
chances, The night before | lawn- 
mowered my hair, giving myself 
| the sort of-cut that only. a Gi could 
| love, Then | donned mirror shades, 

a Hawaiian shirt, and a “Vote For 
“Nixon'badge to show that | wasn't 
| one of those comme pinkos 
who'd kick à president just 
| because he was a bigger bugger 
than most. 

As | approached the building | 
felta strong desire to start chant- 
ing “Hell no, we wor'tgo', and 
burn my draft card — sorry invite = 
| but Microprose had made it quite 

clear that there was no admission 
without that square of card, so lbit 
on the bullet. 

Having run the gauntletof metal 
detectors and sworn that | have 
never been a communist or related 
to Gadaffi, | was allowed into the 
reception. And who was the first 
person | saw? Hit wasn't myold 
and | use the word advisediy) 
nemiesis, Kremlin, a well known 
Commieldore 64 user). 

Didn't this make a mockery of all 
that stringent security? Not at all. 
From the number of journalists 
nobody had ever seen before, all 
of whom had matching crew cuts 
and wore matching, light-w 
grey suits (with equally matching 
| Dulges under their left armpits), | 
quessed that they'd got everything 
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As going to be easy, but did ithave be 
as bad as this? The first vietim of) ing is sobriety, 
and Minson joins the other grunts ina for survival 
as publications explode about his ears. 


under control. 
psd [LR seems that even the CIA 





e German government. 


| That ota institution has put 


rastrictions on titles such as the 
submarine simulation Silent Ser- 
vice, in case the militaristic 
pa corrupt their youth. a can 

ses a. Bono Me gang Cru Ising 
down the Bonn high streetina 
submarina, to ing old women 
and children. 

Ofcourseé Microprase isn'twar- 

Majoo "Wiel BM Godoy, Fo 

or" ] ighter 
Pilot Supreme and Chief Advisor, 
Joint Chreis of Staff, as his “Wild 
Bill card' proudly proclaims. And 
what do you expect Of a pedigres 
like that — a lesson in lying down 


- andiettng the commies march all 


overus? Nosiree! You can almost 


| hear the sneer when the Micro- 


é im video turns from the 
yes trashing the towel heads in 
F=-15 fi e the likes of 
Solo Flight, a pacifist prop plane 

for mummy" So who like to play 
withthemselves. By the time we'd 
Sadi et nv 
so up' was to: 
enrol and nook those: 

But an army. marches « onits 
stomach, and | can highly caia 
mend the American Embassy a 
time you're feeling peckish. 
gers, hot: q e nbs, and great 
pecan pie, pius Bud to guzzle of 
seisad Beats MacDonalds any 


mor my visit to the hetm ofthe 
aircraft carrier USS Great Britain, 
the Rock Garden was something 
of a step down. Actually there's a 
iot of steps down into 1 jat-cellar, 
better known o y Crows 
on Saturday Nights. But on a Fri- 
day lunchtime, th on stat to 
be found was the software label 


one, and you'll be reading more 
“about them next month undess a 
meai is forthcoming in the interim 
that's what peu said about Maria 
Whittakar — Ed 

By now the fear was upon me 








and à was only the calming pre- 
senca of couro Jeley that kept 
Fr to dropinon 
Rain Edo att e Cheshire 






Cheese, 0H Fleet Street, 

Apart from the fact that 128 
| owners can now enjoy the king of 
| adventures, The Pawn, there was 



























tdo RI id era miminent e e dedo? 
and parkie int Users. This was a y party for 
Eyes puoero pen is sequel, Guild of Thisves, which 
Amanda nda Barry. | isfirstappearing on all those yup- 


| pie machines like the Amiga and' 
ST. Everything comes to those 
| that wait though, particulary with 











was, ff anything, even 

































ter than at the American the +3 onthe-horizon. 

bb Em used to bouncers Everything comes to Minson 
whenl goto gigs, but heavies at a too. Às | stumbled out of this 
press launch is a different story thieves den, Clare prassed á eerbras 
atogether. Combined with the labelled ' Ewag “Into. my sticky , 
opressive atmosphere of an hands. Soetrio hat lia djustdone | 
impending storm outsideand the | overawinemerchantsand wanted | 

prospect of Rock Garden cuisine, | metohelp disposeoíthe evidence 

Ídid what Fc our- | —a very pleasant white, Cheers! 





de pç ts K 
ng-sane just 

to og Str nouueau shoot “em 
East too which involves fast 


- Butmaking a beast of myself 

| hasn't been enough to keep away 
| theharshness of reality. Is timeto 
get serious. This month has seen 







ting to win-spaces on a baitie | the departure of three magazines. 
grid spread vera multi-levelland- | Two were computer titles, 2X. 
Scape, Udidaquick survey ofthe | computing and Computer Gamer. 






throng. Almost immediately my 
| iba o pb on the eligible 
Baxter and his divine 
pariner | in PA, Sarah Donovan. 
'Save me”, | screamed. 'Don't 
É da know that they're closing in? 
need to take your car, load up 
with an expensive sound system 


lts always sad — and somewhat 
worrying— when the market starts 
to shnink. There were some damn 
good people on those mags too, 
more faces who've gone missing 
in action. 

The other dy ligs closer to 
homa. As vou'lHhave read else- 






















































and enough recreational aids to where in this issua, LM is a victim 
kesp us unhinged, then drive out | of the accountants and other 
to the Fens at 125 mph, with the financial problems that make a 
hood down and me standing | publishers life so hard. Speaking 
naked shouting at the elements!' as both acontributor anda reader, 
Would you believe that Baxter | Imsorytosee it go. Ithad a fine, 
just giggied? | wouldn'ttakenofor | dedicated team working to pro- 
ana answer though. Pausingoniyto. | duce an intelligent, perceptive and 
o up my super dao ae often controversial publication. 
Ealipped outside axtie | And perhaps that was the prob- 





and Donovan were slippier than! | lem. Maybe it was justtoo hard hit- 







was and had given me the sp. ting. Maybe it was ahead of its 
Never mind, Idid leamseveralvery | time. Whatever the the reason, it 
interesting facts about the eligible will be missed, 








E is tg ultimate dio. 
- Get your r blood racing 
“and; a the planet 
o which only VOUA 

“havethe O 4 

Ea ong the way 

it É need nerves 
Di steel playing against 
adast scrolling landscape. 
Eis: is one of Hewson' s 
'most technically 
demanding games, needing 
a 'cool head and lightning 
Es reactions. 


fewson, 56h Milton. Trading Estate, Abingdon, Gxon OXIARX | 


A Void Til 
BIT ART, 
nvEn drag E inner: utivé SOPtuare Wim Dee ah 
o vE DIA DyS na pny Fr; 
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bout a year anda haliago 

a Beit Wiled Extreme Envi- 

ronimment Organism 
ISIVEEVO to his trends) was sent 
io a mysterous word, Knutz Polly. 
Únce there Sweevo had to do a 
spot of tidying up and capture sev- 
gralcute Vidgers. Now, after much 
effort and bumbling, Sweevo has 
returned with a vengeance and, 
well, a wimper or two. 
The kindiy old Robo-Master 
grashed his metalho teeth and 
roaring at Sweevo said, | ididni 
expect you Back 50 500 ,:. 50, 
go and clean out the Deathbowl 
and o domt retuemo umtil you've 
Amished doing thal. 

Sweevo, being te wary soul 
that he is, picked up his copy of 
Galactic Aquarist (essential read- 
ing for all inter galache cleaners of 
deacy Dowis) and read: 

The gigaênticaquariumkAnDwnas 





the Deathbowil is now so heavily 
polluted that the only remedy is to 
completoly drain if by puling out 
Bach of the four plugs. 

So there you have it, Sweevo with 
diving gear in tow has been aban- 
doned on another strange word 
with only his wits (or lack of them) 
to protect him from the plethora df 
weird and wonderul creatures, 
none-o! whom are too fond ofahen 
lite forms drainng away their 


| CRITICISM | 


habitat. Each of the plugs mustbe 
pulled in the correct order else an 
maccessible level 5 created. And 
to pull a plug several puzzles must 
be solved by moving specific 
objects to particular places, 
Untortunately these objects are 
often quarded By Deathbowl's 
denizers, or they may even De a 
part of a particularty despicable 
nasty Luckily though, there are 
weapons to be found in abyum- 
dance for the destruclion ol these 
creaturas but walch the ammo 
level, it's very limited, 
Deathbowl is constructed on seu: 
geral interinking levels im a similar 
manner to -Sweevos Word. 
Wihiripools are used to travel 
downwards to the next lêvel and 
bubbles for upward movement. 
The-game itself is presented im 30 
ometrio vicws, using two, butvar- 
wing, colours for the caverms. 
Sweevo has several lives, ong 
being lasteach time his Rustomter 
reaches maximum. Such pecurs 
rapidby as soon as Sweevo mares 
contact with vater (silly fool torgol 
hrs wet suit), but a starts to gel 
dangerousty high, rusting can ba 
temporarily halted by finding the: 
oil cans that pollute Deathbowl. 


Touching quardians is none too 
healthy either, so once armmed - 
stoot to Kill! 

The game is spread out over more 
than 200 caverna, and the: 128K 
version boasts an even blager map 
as well as a Rob Hubbard score, à 
cartographer's. delght no hess. 


Hydrofos! |s some mean beastto | 


beat, tha prograrmmeérs estimate a 
game time of about four hours for 
expenenced cleaners. 


COMMENTS 


[— 
R p 
ne 


Producer: Firebird 


Retail Price: £1.99 
Author: J Bond 


m ouncing Bruce, the well 
a KNOWN droid on a spring, is 
E” caught in a multisectored 
cosmic energy grid —- and he wants 
to escape from every level. 


Surounded by the black obliv- 


ion Of space, each sector |s com- 
posed of blocks, set at different 


heights and forming a grid. Bruce | 


can move up to three blocks at a 
time, in straight lines (he cant 
move diagonally, though). Con- 
trolling Bruce, you can decide the 
height of each bounce and move 


him up to hi levels of the grid. 


grid squares contain 


only real difference 
es around a lew years 


nce on some, not all, of the squares — wh 


Once 
understood, though, 
Parabola is well worth getting 
stuck into, especially at this 
price. ” 


| “º Not very original, this = there's a host of games following the 
same sort of gameplan, and none of them are very appeal | 
between Parabola and the many other 


«The 
Bert 
nina desg only have to 

| makes À very 


tedious too. For the price this Is fairiy 


rotating energy discs; when he 


lands on one Bruce collects the 
disc and scores points. And when 


he's picked up all the discs in each 
sector, bouncing boy can move on 
to the next. 


blocks = squares with circular 
gjection devices force him upward 


| so he crashes, moving guards can 


erb, break- 
ti bound- 
aries = six diferent colours 


| in one character square!! But 


it's a pity there's nothing new | 
within the game; it's all bor- 
ing old mono-chromatic play | 
areas. Though the control 
method seems strange at 
first, persistence brings high 


rewards. The graphics are 
detaled and the | 


| Very 

| perspective is bellevable. 
And though the basic idea 
of Parabola is old, it's a most 
enjoyable product, certainly 
worth two pounds. ” 


and sonically, but it lacks 


shatter his delicate frame, and 
direction blocks propel him in the 
wrong direction. To avoid these 
threats — and save his eight lives — 
Bruce must bounce up and over 


But Bruce is hindered by danger | 


"COMMENTS, 
| Control keys: definable 
Aa dado ão | 


Use of colour: very clever, 

touches well employed 

Graphics: reasonable sprites, 
d 30 effect 


fal 


presented budget game on an | 
old theme of moderate 
addictiveness. 
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ARMY MOVES 


turbo boost. Helicopters and 
Producer: Ocean | trucks attack, and contact with 


Retail Price: E7.95 aither loses a life. They may be 
Author: Dynamic Software | destroyed with ground to ground, 

or ground to air missiles fired from 
Ds: is a member of the | the jeep. At the end of the bridge 





















| Special Operations Corps. | an enemy base is reached, from 
His mission isto infiltrate a | there a helicopter is stolen and 
heavily quarded enemy base and | used to reach the jungle base, An 
steal information held in a safe. extra nine lives are now credited to 
To achieve this aim he must | our commando. 

cross the seven screens of this Now Derdhal flies over desert, 
horizontally  serolling arcade | (rich in missile silos and attacking | 
game, passing through swamp, | jets), a sea full of submarines, and | 
jungle, desert and sea. Each | a jungle (complete with look-out 
screen must be completed before | posts). Low flying earns him cre- 
| progress can be madeto the next. dits, but is more dangerous. À 


BEN 


|“ Despite the slick presentation and the neat graphics and 
| sonies which Dynamic have incorporated in Army Moves, dt still 
doesn't grab me. À rigorous play-testing will soon show any 
| self-respecting player that there's no fun involved. The first six 
levels are much too hard, causing increasing frustration so one 
gets increasingly infuriated. The use of colour throughout is dubi- 
ous, there are a lot of attribute problems and some of the land- 
| scapes are garish. | wouldn't recommend this. ” 


8127568 04312 








































Ensconced in his helicopter, Dendhal attacks an enemy jet, while below it, a 
missile silo opens up. 








from watch towers, Dut these can 
be knocked out using grenades. 
Shots cam be fired from a 
crouched position and windows 
crawled beneath in an effort to 
improve your chances. 

Ônce inside the main building 
the central bunker is entered and 
the search for the safe begins. Der- 
dhal hides behind doors and pre- | 
vents them from being openea, 


“ Army Moves is extremely 
| difficult to play. Not bacause 
it's too complicated or 
requires lightning-fast reac- 
tions (because it doesn't), | 
but because of the bad | 
design of the play area and 
the inaccurate  collision 
detection. The graphics are 
well defined, even though the 
colour used is appalling. | 
Sound is below average with | 
very boring effects, and 
nothing  approachin a 
decent tune. The controls are 
sluggish, even with a joys- | 
tick. | had littte fun playing 
“| Army Moves= It's very boring, 

| plain and a great disappoim- 
ment * 





= p=um fo 


and when on the stairs he cannot 
be seen by the enemy. Should he 
throw grenades whilst in the | 
bunker he must take care as they 
can bounce off walls at dangerous 
angles. Finding the safe com- 
| plete's Derdhal's mission. 


Control kays: Detinable; Up, 
Down, Left, Right, Fira 
Joystick: Kempston 

Use of colour: varied through 
the screens, often brightly col- 
oured 

Graphics: large, detailed and 
well defined 

Sound; below average 






















At his disposal Derdhal has a 
jeep, a helicopter and his marching 
boots. The jeep and helicopter can 


-  Inhis marching boots, Derdhal tramps through the infested jungies. 





be accelerated, slowed and made | good landing eams additional Skill lovels: one Nro 
to jump (take off and land) whilst | points at the jungle heliport. | SE seven levels with fip 
* góreens 





Derdhal moves on foot towards 
| the jungle headquarters, crossing 
swamps by leaping trom island to 
istand, missing quicksands, avold- 
ing the explosions of enemy gre- 
nades (at night their position is 
shown by lighted eyes) and scar- 
ing away or ducking beneath the 
deadly beaks of Giant Toucans. 
From now on soldier-Doy is equip- 
ped only with a machine gun and 
| grenades. 

Having survived the jungle 
ordeal, the next stage involves 
attacking the enemy's barracks, 
There the main building is scanned | 


Derdhal himself moves left and 
right and jumps. 

Energy and fuel supplies are 
limited, with the level remaining 
shown at the bottorn right. Derdhal 
is armed with weapon systems 
ranging from missiles to grenades. 
When  opposing forces are 
destroved points are awarded, 
and the total displayed at the Dot- 
tom of the screen. À bonus life is 
acquired after 25,000 points. 

Tha first stage sees Derdhal's 
| jeep travelling across a partially 
| destroved bridge, gaps in which 

are leaped by using the jeep's 
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| General rating: Dubious colii- 
son detection spoils what 

| | otherwise might have been a 

| reasonable, ff uninspirina 
shoot em up. 


|“ One ofthe most frustrating 
ga I've seen this month - 
Army Moves is almost totally 
impossible, not because 
playing |s difficult, but due to 
the screen layout and the 
pinça psd detection. | 
sound is also pretty sub- ra 
standard, with no tune and Presentation 
poor spot effects. It might | Graphics 
appeal to the Rambo types Playability 
| who Ike killing anything that Addictive qualíties 
moves, but forme there's no | | NMEJTER die 
real lastability. ” N Overall 
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| | "DONE 
prt QUALITY APPROVED REPAIR CENTRE SI TIRCO 


IRED FOR ONLY £19.95 
“SPECIAL OFFER! 


NF ROL UPGRADE yOUE TER SDECIAUMA TO 3 AAK 
foras tes TT OS ncuinguar pot arágacana 
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Why not upgrade your ordinary Soectrum into 
the fantagtio DK Tróneca Eypawriter kevtoara À 
tor oniy E51.50 including Reting, VAT and ca 
Feturm post and packing cur: 

Norma recommendea retal price 
E99,95. Repiacement pontes 
DK Trónrers Key 

“st ETSO 

nChadirig post R 
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à | Update Your Rubber Keyboard 
to a New Spectrum+ gs lp 
Fired For ore ESTO + E150 post E pacura a dg a DE 
Also Div dar meutapie tor úniy EZd/95 E ir 
* E150 DOST É packimegi En 
Your Spectrum regaired and uppradeo to |. e 
a Spectrum Plus for special oHer price 0é z big A 
E50.00 Complete LIMITED DEEER Ee SS o e - 
| Same day service ; dA TO) KEYBOARD 
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* While vou wait service including 







* Five top games worth ES9.00 for vou to 
















































computer spare parts over the Counter erijoy and play with every Spectrum repair SE Way , lusttrSsOpED | 

* Alicomputers fully overhautedand fully + We repair Commodore 645, Vic 205, ribbon cable tó a 7 
tested before return. Commodore 16'sand Plus 4's. exteng your porrstor || REPLACEMENT | 

* Fully insured for the return journey. * The mostup to date test equipment your peripherais POWER SUPPLY. 

+ Exediow price of EIS. 95 including post. developed by us to fully test and find all | Eq 0.95 =. Spectrum replacement 
packinag andváT iNotabetween price Faults within your computer E plus E a power transformer 
ofreallyup to EO 00 whichsomeofour + Keyboard repairs Spectrum rubber key SL = — 4 sultabta for alimakes 
competitors are quoting) Boards only E8.95. (= ; Df computer E9.95 

* Discounts for schoo!s and colleges * Ymonth written guarantee on all repalrs plus E1S0 pk p 


RS jio Ra 


ARE YOU ANOTHER CUSTOMER - fed up 
waiting weeks for your estimate? 
Need your computer repalred fastr Then send it now to the Number One Repair 
Company Inthe UK, orcallinand see us atour fully equipped 2,500square Foot Workshop, 
with all the latest test equipment avaliable. You are more than welcome. 

We will repair vour computer while you wait and heip you with any of.your technical problems. 
Commodore computers repaired for only E35.00. Please note we gove you a 100% ow fix 

price 0f€19.95 which includes return post and packing. VAT, not a between price like some | 
other Repair Companies offer. We don'task you to senda cheque Infor the maximum amountand 
shock you with repair bílis E3O upwards. Don't forget we are Amstrad aproved for qualty and 
speed don'trisk your computer to any other unauthorised repair centre. We dont justrepair the ORE 
Fault and send your computer back, we give your computer à:- | 
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Sun Sto Ração Fire nopámick an 
nterlace Complite outis. Morrmal 
cepiememended retas proc iid oa 
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= Spectrum keyboard 
membranes 

ES.50 Dus EISO DR D 
Spectrum Plus sparé 
keyboard membranes 
E12.90 plust1SOpêp 
Zi 81 membranes 
E5.00 plus E1.SODãOD 
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€ our Me do E ES 
OVERHAUL WITH EVERY REPAIR WE DO:- | ç AS — (NPR ON-0FE SWITCHES 

E” we correct Colour sound, Keyboard, Check the loading and saving chip, Put new feet on FOR THE SPECTRUM 
the base if required, Check for full memory, check all sockets including gar/mike and replace À Commodore 

where needed. All for an Inclusive price Of E19.95 including VAT, all parts, insurance and post replacement power AND SPECTRUM + 

and packing. Nohidden extras whatsoever. We don't have to boast too much about our transtormer E28.00 ORDER N 

service as we have thousands of customers from all over the world nianiy delghied win cur plus Et 500 & p | UAULA No. 

service. A first class reputation for speed and accuracy. Dont forget, We also now nave à 1067 SPECTRUM 


10B7A SPECTRUM+ É À 
ES.95 + 150 p+p 





Service Branch in Manchester Chty Centre for while you wait service. 


; i THE VIDEO VAULT COMPUTER COMPANION | 


E 
TE 
The videovault has just released the most up to date and 
exciting catalogue ever produced, our team of experts have 
scoured the globe to find you all the latest software and 
add on's for vour computer all the latest In joystick. | 
technology, ali the top and tested software titles ali at great 
discounts to vou. Anyone can apply now, Just send 2 x18p 
| Sstampsto the Catalogue Dept. at the address below, for your 
EE  freecopy. we have all the top branded items available, 
= delivery by retum post (Our usual standard). Allgoods carry 
| Our quarantee of satisfaction. Never has such a catalogue 
| ever been produced before, including spare parts, ULA, 
| membranes, power supplies — all at discount prices. 


















SINCLAIR JOYSTICK 
ADAPTOR FOR 
CONNELTINO 
| SPECTRUM +2 


















140 High Street West, Glossop, Derd — 
Tel; 04574-66555/67761 Head office & access orders, queeries, 
Manchester 061- 2356 0376 while you wait repair centre onhy. 


WE NOW HAVE FAX: (0) 4574 68946 







- Copvright videovault Ltd No 283042 


























Producer: Ultimate 

Retail Price: £9.95 

Author: Ashby Computer 
Graphics 


e inhabitants of the ancient 
city of Irkon have long been 
enslaved by the wizard tyr- 


ant, Vadra. To further fasten his 


created ical bottles = bubblers 
- which blow mutant-releasing 
bubbles, 

Long ago you spoke out against 
Vadra, and as a result were impris- 
oned and convered into an 
immobils blob. Kintor, one time 
assistant to Vadra, eventually joins 
you. Using magical powers, Kintor 
endows vou with temporary 
movement and the ability to fire 
lethal energy. Now you have the 
rd to overthrow the evil war- 
DOCK. 

The: bubblers are plugged by 
use of magic corks, automatically 
collected when you pass through 
one of the prison's trapdoors. 
However, some trapdoors are 
corkless, and entering them leads 
onhy to death. With each bottle 


|" Qnce Ultimate was on a 
pedestal above all other 
software companies. Each 
relgase saw their cult follow- 


ing fill computer shops all | 


over the country - everybody 


wanting to see just how far | 


the the ACG team had 


pushed the Spectrum this | 


| time. Sadly those glorious 
times are long since gone, 
and the once-great company 
now blends in unremarkably 
with the rest of the market, 
sis afora no new 
ground. e superbly ani- 
mated graphics are very 
appealina, but the 3D per- 
| spective isn't as convincing 
as that used in previous Ukti- 
mate products and the scen- 
ery appears  disjointed, 


Those that can master the | 


| awkward control method 
may find a rewarding gams, 


but Em left with a slight feel- | 


ing of disappointment. " 





corked Vadra's power diminishes, 
and consequentiy Kintor's 
iNnCTeases. 

Trapdoors and bottles are found 
by moving along and through the 
prison's SD system of platform, 
towers and slopes. You can move 
forward in a direction defined by 
rotation to the right or left, and can 


| move up stopes, roll down them 
grip about them he has now | 





under the pull of gravity, jump and 
catch hoists to higher structures. 
All manoeuvres must ba precise in 
order to remain on the platforms 
and pathways, and thus avoid 
plunging to your death, 

As you progress, prison deni- 
zens are released from flashing 
patches around the dungeon, 
these may kill = outright or try to 
push you off ledges — other 
hazards to look out for are 
weapons towers which fire accu- 
rate bursts of energy, and spikes 
which position themselves under- 
neath as you plummet from a plat- 
form. Mystery bubbles are also 
blown from the bubblers, when 





> What's a nice blob Hke you doing in a plaçe like this? 















— JBenlL 


“ After à fair amount of practice, Bubbler has turned outto be one | 
of the most playable Marbla Madness type games we've seen. . 
The graphics are superb, with well animated characters and | 
pretty landscapes which scroll excellentiy = the títie screen is 
| impressive too, The control method is a h 
right job, and because of this it takes a while to get used to the 
| Ggame's workings = however, ['d recommend this as it's a slick 
piece of playable programming. ” 







Tible rotate left or 









é Ancient Irkon |s under the sway of evil Vadra and the naughty bubbles, and there 
you are, an amorphaous blob, caught on a slope in the presenca of three bubbles. 


pn mm 


popped these release bonus | 
points, alarm clocks (for extra ' 


time), extra lives, or bombs. Sharp 
objects pierce your delicate skin 
and burst you, if any of your five 
lives are remaining reincarnation 
Docurs near the killing point. 

A time limit is set for the task and 
should it run out a life is lost. How- 
ever, time is restored with every 
new life or corking of a bottle, and 
increased by coliecting alarm 
clocks. The score, compass, time 
and lives remaining are displayed 
at tha top and bottom of the 
SCresr. 


“ Fye tried really hard to like 
this, but the lack of playabil- | 
ity destroys tha effect 
created by the more enjoy- 
able elements. Like previous 
Ultimate offerings, Bubbler 


| uses the “tum and walk” 
directional control which 
| may have been fine before 
but with the addition of iner- 
tia and leaping it becomes 
very imprecise, The com- 
pass at the bottom of the 


| | screen also confuses mat- 


tors. " 





Control keys: Z CB M left, 

XV NSYMBOL SHIFT right, | 
ASD Florwad, WRY|Prfire, 
QETUO jump | 
Joystick: Kempston, Cursor, 
Interface 2 


| Yse of colour: monochroma- 
| tic playing afea 
| Graphics: smooth multi-direo- 


tional serolling and excellent 
character definition 

Sound: a reasonable title tune, 
jam-packed with FX 

Skill levels: one 

Screens: five scrolling land- 
scapes 

General rating: Almost back 
to Ultimate"s old standard, 
although mixed reviewer feel- 
ings affect the ratings. Well 
worth it if you can master the 
awkward control system. 


Presentation 
Graphics 


Playability 
Addictive qualíties 
Value for money 





Overall 
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Producer: Code Masters 
Retail Price: £1.99 

Author: Philip and 
Andrew Oliver 


rofessor Twilight, the proud 
ED cure of Nightmare Man- 
sion, has offered a reward for 
the eradicaton of the stately 
home's ghosts and ghoules. 
Chuck Studbuckle took up the 
| Challenge, but after five days 
inside the hormid house he still has 
not retumed. As his brother, it's 
your duty to go and rescue him. 
In order to make a room to room 
search, you can jump up and 
down, move to the left and right 


CRC INR JIJR “Tr 


FrTrE Ea E | 
| É ETF | A 1 | E 
HE Io] | 


Hd TE 
k 


HUM! 


and climb walls. The Mansion's 
lifts move between floors and are 
activated by touching flashin 
úbjects; including à crystal ball, 
gone neckiace and document. 
is action also Increases your 
score, as displayed at the bottom 
right of the screen, but beware — 
the objects are not necessarily 


» Feariess Chuck Studbuckle prowis Nightmare Mansion helibent on eradicating everything that goes bump in the night. 


R 


1 
ret . ” 


DCoDE 
HASTEPS 
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Close to the lifts which they con- 
trol. A map of Nightmare Mansion | 
is called up to verify your present | 
position. 

Vampires, hands, skulls, and 


| Slime materialise to thwart you as 


VOL progress. When close, these | 
cause the Terrometer reading to 
increase and your Macho Energy 
tavel to fall. Thase creatures can | 
be avoided, but only with difficulty 


| and a great drain on energy. Your 


remaining reserves are shown on 
the left hang side of the screen, 
and are replenished by drinking | 
the frothing beakers of magic | 
potion which are found about the 
house, 


Your onhy weapon is a sub-com- 
pact anti-matter Phantom splat- 
terer, one shot from which tem- 
porarihy returns demons to their 


| astral plane. Some creatures are 


indestructibla, but those whichare 
destroyed eam more valuable 
points. 








= 0 —— ————————oe— ea uu 


“| have a lot of respect for 


| Code Masters, they have 


avoided releasing the sort of 
rubbish that emanates from 


| de cl ato agi Houses. The 


aphics hold 
es Nor we espite lacking 
pr r, and the characters 
move realisticalty. Roaming 
the haunted house becomes 
absorbing once the contro! 
method has been mastered, 
and the two player mode 


| makes it slightly easier as 


vou don't have to concen- 
trate both on rumming around 


pand shooting up the 


ghoulies. The appeal may be 
short-lived however, as 
Ghost Hunters isn't that big a 
game and completion should 


| be easy. " 


The program features an 
unusual two player mode. Unlike 
other two player games, Ghost 
Hunters does not place the par- 
ticipants in competition or allow 
them to control two separate 
characters. Instead, One player 
controls the character's move- 
ment while the other operates the 
weapon, 


COMMENTS 


Control keys: Definable; Up, 


Down, Left, Right, Fire 
Joystick: Kempston, Cursor, 
Interface 2 

| Useof colour: you can choose 
ne of two colours and black 
Graphics: atmospheric, well 
detalled and realistically ani- 
mated 
Sound: excellent title music 
and reasonable FA 
Skill lovels: one 


General rating: An entertain- 
ing game with the added bonus 
of two-plaver mode, playable 
but might shade off in long- 
term appeal. 





| iWNeavers, 





Producer: Mastertronic 
Retail Price: £1.99 
Author: The Radical Tubes 


| à hronos is imprisoned in 
“another time dimension by 


Dimension 
beings. he himself 
created. Six levels need to be 
completed before Chronos can be 
freed from his plight. 


the Mystical 


[r | eroportonal 
rang a Der 


ball sand 


Tou pilot a laser-carrying space 


| craft capable of moving up and 


down, and to the left and right, 
through a maze of constructed 
space comidors. Many of these are 
blocked by laser barriers or other 
obstructions that must be cleared 
by blasting. Às you progress alien 
craft, lethal orbs and rotating “yin- 
yangs', fly through your space with 
increasing frequency. Contact 
with these, or any part of the space 


| “and high score table iso 


it's no more than a 


polished 
Chronos. The easiness of the first 


level is a! bit o a lot down, but does act as à warm-up. The 
| Una Msolr is oimoas totally diffarant, ane for 


Your ship (above the chimney-like structure) attacks across the seemingiy end- 


loss scroliing industrial landscape. 


itself is almost totally different, and for 




















landscape, loses you one of three 
lives. For each obstruction or 
attacker laser-smeared, points are 
awarded, 
acquired at 10,000 points. 
Occasionally, the letters B, O,N, 
U, S appear, which, surprisinaly 


| enough, give bonus points should 


they be collected in comect spel- 
ling order. 


“ And ti game his wo 
d, it looks good, 
sounds e gê and e than 


|| Control kem: Q/A up/down, 


| EUA e «Mto fire 


| mpston, interface | 


“É, sfooa 
Use of colour: Monochroma- 


tic playing area, using shading | 
Graphics: varied citys 





neatly defined, but juddery 
E ; 


| Skill levels: one 
Screens: scrolling 'caves' 
| General bat :A just div 
ave “BM Up, 
o but with nothing 
me new or invigorating. 


Presentation ram o 
Graphics Br 
Playability | 560) o 
Addictive qualrties 54% 
Value for money Ba Yo 
Overall 
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with an extra life | 
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Producer: Databyte 

Retail Price: £B.95 

Author: Mike Reidel/ 
First Star 


Ê hree missing parts of a sec- 
ret missile are hidden on the | | 
tropicalSpyIsland-andyou | | 
control an agent sent to recover | 


them, in this sequel to Spy Vs ad | 


a CRASH Smash in August 198 

There are seven game levels, in 
which you struggle with an enemy 
spy to complete your mission: col- 
lecting the missile parts and wad- 
ing out to a waiting submarihe with 
them. The two spies, Black and 
White, are shown onstacked, hori- 
zontally-scrolling screens. 

As in the original Spy Vs Spy, 
you can foil tha enemy with the 
equipment in your Trapulator. 

snares can be set in 
foreground trees with their nooses 


q if you think the 
s of the first Spy Vs 


SPYVSSPY 


THE TSE AND CAPER 





positioned invisibly below; spy- 
pits can be dug using a shovel, 
with stakes positioned at their | 
centres and the holes covered with | 
dirt, you can make bombs from 
coconuts and gasoline, drawing 


maço o 


| docas peopio = Ena de 





—% 


screen, While's approaching à wrecked 


a] a , : | Es u a 
E FUEL CEDO tUHITE STRENGTH 
E LEVEL. began == + 





below, Black's still wondering what to do with that míssile. 


+ The original Soy Ve Spy was on ot 


ope o da 


ie conbi arena 


Poe as god Cut 


the implementation of the idea loavs a lot oba dparod 


irei poça Ressy to 


with the use of colour | 


e 


fuel from the crashed plane on the 

istand. But always remember that 

your  coponent has similar 
e ba 


the island — they're sometimes 
beneath the mounds of sand 


where you look for the missile | 


sections. And oncé a trap is 
activated either spy can trigger it, 
losing all the missile sections he's 
collected as well as strength. 
When a spy's strength falisto zero, 


he dies and the game is over; but | 


t can be replenished by avoiding 
traps and by combat with the other 
agent, 

lf you find a gun, you can use it 
on your opponent to weaken him 
and spin him temporarily Out of 
control. But the gun's magazine 
isn t always full, and some bullets 
are duds, 





- Black and White trap-setting tun returns to the Spectrum, “nes old Black, who's carrying a missite, he's stuck In quicksand 


rimar ode 
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| hano, 
| Swords —- some 33 blows kill a fully 
raps can be set anywhere on | 








When the two agents are within 
range, they can fight hand-to- 
swinging and jabbing 


fit opponent. Combat ends when 


| DNe spy dies, runs away, or falls 


victim to a trap. 

And you've also get to brave the 
natural hazards of Spy Island: 
strength-sapping quicksands, 
shark-infested seas and a volcano 


| about to erupt. 


To help him complete his 
mission, your Spy can call up a 


| map from the Trapulator (unless 


he's in the same screen as his 
Geponaea, A ashing quadrant 
indicates your spy's present 
position, a dotted line shows the 
last few  quadrants walked 
through, and some sectors 
contain white squares showing 
where the missile sections are. 


trolkeys: OorP/A drLup/ 
or ee o M leva, | 








is qualities 
alue for money 
Overall ; 





aoroplano inoking for fuel, while 





y 


EM tá 


Music Machine transforms the Spectrum 

into a powerful music computer. 
lt brings together all 

lhe features yowd mormally 
buy separately. Sampling, 
editing, step sequencing, composition, 
MIDI, digital echo effect and much more. 

Sound sampling, the latest buzeword, lets 
vou record natural sounds with the microphone 
supplied, then edit them and play them back at 
dillerent pitehes. 










Or you cam choose from eight internal 
votceso ineluding drums and synthesiser, edit 
lhem, create new ones and play them from the 
Spectrum ora MIDI keyboard, 

The amazinglv realistic drum sounds 


Ao 
Available ai WHSMITH Ni John Menzies and all good computer stores, 


lhe Spectrum 
like you've nevei 
heard it before. 


literally have to be heard to be believed, and 
come with a Ahythm Editor. 

For buddins composers there's-note, bar and 
tune editing. And for enthusiasts, a full MIDI 
specification that includes In/Qut/Thru ports 
to connect with MIDI instruments. 

Yet despite its power, lhe menu driven 
graphics and excellent manual allow sounds to 
be created and songs composed in minutes. 

Sinclair User awarded 1 “the highest Fun- 
per-pfennig rating of any Spectrum peripheral! 

The price of all this magic? dust £49.95 
complete with manual, microphone and demon- 
stration recording, 

ZX Computing Monthlys reviewer concluded: 
“L have no hesitation in giving it lhe highest 





avenlade possible From a hard bitlen, cynical 
reviewer. | will huy ane; 

To which we can only add, clip the coupon or 
pop into your nearesi store and see it hor yourself 

Ram Electronies (Fleet) Ltd, Uni 16, 
Heditelds Industrial Park, Redheld Lane, 
Church Crookham, Aldershot, Hants GLIS ORE. 
Telephone: (0252) Baúnãa. 


Musie Machine ju trademark of Ram Electronmos [Flest] Lia, 


Pense rush me Must Machine For the Spectrum. 
| Remittamce E49.95 + El postage & packine (ES Uverseas! | 
| TOTAL E30.95. DI enclose a cheque/postal order | 
| O Charge my Access Visa 
| 


[— 





CEERERE: | 
Expiry Date 
NAME pda | 
ARES ER TAG TA od ser ia ir | 
dr) 


PUSELADE 


TELEPHODA 





14 fovr despalch [or qustal ordera and credat cards [O dave for cheques; | 
Musgo Machina du falls compotibio with the Sgecirum, Spectra Plias 
EA and Plus Treo amd-Senelarr Plicrodiaes | 
| Ram Electron (Flped) Lido Dep CE Um lh, Hi dfirldo Indiatrca! Park, 
| Aedheta Lane Chaireh Crunklam, Alserchal, Hampshire dois OR | 
| 


| Trade amd Export 
enquiries welcome 
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COSMIC SHOCK 





Producer: Martech 
Retail Price: £7.95 


he Universe is nearing 
destruction — a minor calam- 
ty you may avert by reach- 
ing the Interstellar Lake of Pro- 
tozoic Slime at its centra. But your 


Cr Neutrozapper has just failed its 
MOT! 


En route screensful of creatures 
are out for your blood, and the 
number you must destroy on each 
to progress i5 shown screen left. 
The Neutrozapper has a defensive 
shieid, and a photon canon with 
limited reserves (and unreliability 
after prolonged use), energy 
róserves tor both, and weapon 
temperature, being indicated at 
the top. 

As your Neutrozapper's sys- 
tems are likely to go Kaput, mal- 
functions are indicated in a panel 
onthe screen's right-hand side. To 
continue, the craft's circuit board 
must be punched up and repairs 
made, but as there's no mainte- 
nance manual and you can't tella 


Producer: Code Masters 
Retail Price: £1.99 
Author: Mark Baldock 


and imprisoned in the East Tower 
of his castle. |f Robin Hood is ever 
to canoodia with his true love 
again, he must survive the many 
dangers that her rescue entails. 


| “ Here we have yet another p 


ABSORBER 


| aid Marion has been || 
kidnapped by the || 
| Shernt of Nottingham || 


hyper warp grommet thruster and 
a hephalump's rear end apar, 
you've only got your wits and skill 
to complete repairs. Burmt-out cir- 
cuitry is replaced by spare parts 
with the correct colour codina, 
which can be chosen from the on- 
screen display and placed in posi- 


| ton in the circuit. À countdown 


indictates how much time there is 
to make repairs. | ft runs Out you 
and vour craft explode and the 
hopes of the Universe die with you, 





O “'You won't have seen the | 


film... There is no book... 
Now find out why! (It's 3D blast- 
ing fun!!!)' announces the inlay. 
Em sure any publisher or film 


producer worth their sait would | 


instantiy recognise this for the 
piece of unpolished trite that it 
is, and promptly sling R through 
the nearest window. The unin- 





+ tatiesti 


Another fine mess! Your CZ Ne 


Neutrozapper 
Interstellar Lake of Protozolc Slime dead ahead. 


'teresting gameplay is further 


marred by slow, messy vector 
graphics, and on the later levels 
attribute problems make an 
appearance, The sub-game has 
the feel of an O level teaching 
aid — again colour is poor and 
UDG characters are used to rep- 
resent the components. 
Definitely not a Cosmic release 
from Martech. ” atá 


“ sasadbutregularoccurrence that a game arrives with excel- 


lant presentation and pretty graphics... 
idea = Super Robin Hood is one such. However, at the regular 
Code Masters price this combination shouldn't disappoint many 
people, Learning to complete the screens successfu 


buta rather tired game 


lhy adds to 


the lasting interest, as does the variety of graphics and music. 
Quite enjoyable, if you're not too demanding and don expect 
1 





too much. c 


latform game which falls into the 


Robin enters the casile and 
finds himself running left, running 
right, leaping, climbing up and 
down, ducking to avoid spiders, 
monstrous devices and the 
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5 just falled the MOT and there's the 


O “ Battle Of The Planets all over 
again. Except this time it's much, 
much worse. Cosmic Shock 


Absorber's controls are very unre- | 
sponsive, and | had greal prob- | 


lems with the cursors = they just 
didn't seem to do anything. The 
graphics are tolerable if vou don't 


| want to see whai's happening - 


The ciréuil mending is about as 


addictive as its party game basis, " 


PAUL 


a series Of rooms and halls con- 


nected by ladders and extending 


platforms. Pant, pant! 
Bumping into nasties, or falling 
from ladders, loses our woodland 


| hero valuable health points, and if 


health is gone Robin fires an arrow 
Heavenward and dies. But picking 
up the Sheriff's multivitamin tab- 
lets, strewn about the castle, 
revitalises him, as well as adding 
to his score. More points are to be 
had for each guard eliminated with 







o = e =. 


guards' crossbow bolts, through | his bow and arrow. 


deepening void of trashable Spectrum games, | can't honestly 
see anyone having fun with this for more than a couple of days 
as the gameplay |s so boring. There's a nice tune on the title 
screen, but other than this the presentation leaves a lot to be 
desired = as does the graphical content. There are plenty of 
better games around for the same price - choose one of them 
and you'll probably have more fun. ” 





Insearchoftrue love, Robin Hood deals death to baddies on the uninspiring 
ladders and platlorms, 





! PAUL 


“ Yet another erp a Code Master game. The title 
tune is a great David Whittaker piece, and the options are many 


E 
; 
; 
- 
p 
4 
E 
E! 
| 
a 


and varied. The graphics contain a good range of colour = 
although to prevent colour clashes the collision detection seems 
to be of character size — and the screens ara smartly attired with 
some large objects. Super Robin Hood is baslcally another 
arcade/adventure budget game with some good features. " 


| 
| 
| 


| 
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O | needed an absorber to get 
over the shock of Cosmic, It's a 
prifully basic shoot 'em up with a 
few add-ons. The keyboard 


rasponse is appalling, making play 


impossible. ' 


Per 





Control keys: Q-T/A-G up/down, 
Y-P night, H-Enter left, bottom ro 
to fire 
Joystick: Kempston. Interface 2, 
Cursor 
Use of colour: lots of colour 
clashes 
Graphics: cpa small and 
unimaginative with UDGs 
Sound: simple 'blip' FX 
Skill lavels: ore 
acreeéns: repair screen and vector 
raphics levels 

ral rating: Qutdated shoot 
em up spolled by poor graphics 
and control response. 


Presentation 
Graphics 
Playability 
Addictive qualities 
Value for money 

| Overall 


Picking up keys enables him to 
activate the lifts, accessing higher 


| levels, where more red hearts are | 
| tobe collected. Whenall the hearts 


are taken from the castle rooms, 
Robin may move on to the East 
Tower, where he releases the dis- 


COMMENTS 
Control keys: definable 
Joystick: Kempston, Interface 
2, Cursor 
Use of colour: reasonably 
varied, avoids serious clashes 

phics: screens not over- 
| busy, large characters and 
simple animation 
Sound: good tune 
Skill levels: one 
General rating: Some mixed 


| feelings, Dut reasonably enter- 
taining for a short while, no | 
long lasting appeal and cer- 


tainhy nothing new. 


Presentation 
Graphics 
Playability 
Addictive qualíties 
Value for money 
Overall 





tressed damsel and takes her | 
“home for tea. 





Producer: US Gold 
Hetail Price: £7.95 


ue to a scheduling error, 
| American Railways have 
decided to rum eight 
express trains through your termit- 
ory. As an underemployed bandit 
short of readies, you're certainhy 
not going to miss an opportunity 
like this. However, others have 
similar ideas ..., 
Thisshoot em up contains three 


levels, each of which involves win- 





| ning a preliminary fight - leapinga | 


line of running coyotes — perform- 
ing a death-defying train-top walk, 
fighting off cowboys (who try to 
either shoot you or brain vou with 
bottles, coal or shovels), and 
finally mounting a horse and hav- 
ing a go at another train. 


c avoid your attackers, youcan | 


step and jump forward and back, 
lBap upwards, kneel or he flat. To 


punch your opponents, and when 
il a gun, plug them full of 





| handgrenades, and also by shoot- 


| gunshot wound. 
protect yourself you can kick and | 


| became quite boring. The 


| the main game is years old and 


| and | should stay well clear of it. " 





Points are scored by landing 
punches and kicks and lobbing | 


ing ducks, hidden targets and the 
lady in red (hit her more than once 
and you're dead buster). 

"Your enemies. do fight back. 
Take one of their punches and 
kicks, miss a leap overa covote, or 
get hit by a flying object and your 
strength is diminished (energy 
levels are shown at the top of the 
screen). One of your five lives is 
lost if your strength falis to zero, ff 
you run out of time (a countdown 
15 displayed) or if you sustain a 





O “Initially Express Raider 
reminded me of the wonderful 
Stop the Express, but it soon. 


gameplay has no real lastability, 
making fighting too much of a 
chore to be any fun. The sound | 
is more basic than the arcade | 
version, with no tune and horri- | 
ble little spot effects. Express 
Haider does not deserve to be. 
released as a  full-priced 


game. rê 
GARETH 
O “I've never been so bored, 


Express Pç a goes on and | 
on and... | gameplay is 

repetitive and the “feel is very. 
inaccurate. The idea of choosing | 
your contro! type before you load 


quite unnecessary, as you have to 
choose them again when if loads 
anmway! MH looks tacky, and is 
much too expensive. " 

PAUL 


O "Ii was | expecting a lot, but | 
didnt enjoy playing 1t at all after 
three or four goes. The graphics 
are colourtul and look quite pretty 
=untilyou get up close. Uniess you 
really adored the arcade machine, 
L 7.95 seems far too much to pay, 








COMMENTS 


Control keys: Definable; left, 
right, up, down, fire 

Joystick: Kempston, Interface 2 
Use of colour: limited 
Graphics: large line drawings, 
but tha characters are quite 
crude 

Sound: poor and sparse FX 
Skill leveis: one 

Screens: four scrolling levels 
General rating: Thin conversion 
ofan already unexciting coin-op. 
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Producer: M.A.D. 
| Retail Price: £2,99 


te're back to the Ten-Pin 
bowling lanes again, and, 
= ES similar to the 'real thing, 
the Key tô success in this simula- 
ton is correctly timing the ball's 
release, If this is done too soon the 
ball's dropped, too late and your 
foot's flattened! 

The bowler moves left and right 
Blong the top' of the alley (screen 
left actually), and pressing fire 
releases the ball. The alley 
threshold must not be crossed, 
doing so constitutes a foot fault 
and no points are scorad. 

You have two balls with which 
to knock down the ten pins in a 
“frame”, with a point scored per 
toppled pin. Pins still standing 
after a delivery are displayed on an 
| Inget top of the screen. A 


“strike” |s scored when all ten are | 


felled with the first ball of a frame. 
This earns ten points, plus a bonus 
of the score from your next two 
balls. Demolishing all ten pins with 
both balls is a 'spare', eaming a 
ipa of the score from your next 
Dall. 

The score per frame and a run- 
ning total over all frames is dis- 
played at the bottom ofthe screen, 
the winner being the bowler who 
| Becumulates the most points at 
the end of ten frames. 





O “Strike can hardiy be 
described as a masterpiece, the 
gameplay is simple to the point 
of being tedious and high scores 
are achieved much too easily. 
| Your character shuffles around 
fairly well and the view of the 
| pins is a nice touch, but the 
graphics are fairly bland. The 
major problem is that the simu- 
“tation is unrealistic — the pins 
dont fall logically and more 
often than not they fall in the 
same pattern no matter where 
your ball strikes. This would be a 
nice addition to a compilation 
package, but | wouldn't recom- 





mend li as a game in lts own 


right. * 
RES 


O “To say that | disliked Strike is 
an understatement. The whole 
impression of the game is very 
bare — the graphics show poor 
perspective and little imagination. 
Using the one-screen format is a 
bad choice = it removes the worry 


| O! whether you've put on enough 
| spin or not — but there isn't any 


spin option so that detracis even 
more. The computers a strange 
Dpponent too, varving from four or 


| five strikes in a row and then mis- 


sing the pins completely for the 
rest of the frames. “ 
PAUL 


O “ This is the third Ten-Pin bowl- 
ing simulation to appear on the 


| Spectrum. | don't particularty like 


the way in which the action is vie- 
wed — everything happens on one 
screen which means the pins are 
displayed in a scrunched up box 


at the top. Controlling the player 


proves awkward, however posi- 
tions are soon leamed and some 
degree of control can then be 
accomplished. A program for 


dedicated Ten-Pin fans only. " 





Control keys: detinable 
Joystick: Kempston, Interface 2, 
Cursor 

Use of colour: restricted; brown, 
black and white 

Graphics: good bowler sprite, 
otherwise uniformly simple 
Sound: nothing inspiring 


| Skill levels: one 


Screens: one (plus inset) 
General rating: À disappointing 


| simulation which has opted for the 


obvious, to-its own cost. 





















-  Theporky characters can be effective, but they lack the charisma of the coln-op 


original. 








MARIO BROS 






Producer: Ocean 

Retail Price: E7.95 

Author: Choice Software 
inning freedom from a 


nearby game park, crea- 
tures enter the factory 





| where Mano is visiting his brother 


Luigi. Both set about removing the 
invading animais from their plat- 
form game world, 

The brothers move left and right 
along the multi-level fioors trying 
to dislodge the turtles, crabs and 
flies whilst not losing their own 
footing-on the floors, as their side- 
ways momentum can carry them 
Over an edge, onto a lower level 
and into the path of an oncoming 
beast. But Mario and Luigi can 
move to higher levels or drop 
down to lower ones as they 
choose. 

The creatures, their numbers 
increasing with time, appear from 
pipes on the top floor, and touch- 
ing one, or one ofthe large-rotating 


| discs, causes a brother to lose oné 


of his three lives. 

Creatures are disabled by jump- 
ing up and head-butting the 
underside of floors which bulge 
upward. This knocks the pests 
onto their backs when they can 
then be kicked to the ground 
below, otherwise they recover and 
can knock the brothers off. Be 
careful however, a second thump 
can do tm and once more they 
set off. The POW marker on the 
first floor can be used to stun all 
Creatures on screen, so they can 
be kicked off cleanly. With all of 
the creatures removed, the next 
screen is reached, There's an 
extra life eamed for reaching 
30,000 points. 
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8 “ Compelling platform games 
are few and far between these 
days which is strange as most 
games on the Spectrum a few 
is ago were of this format. 

aro Bros could have easily 


| been very good, so it's a pity that 


it isn't. Generally the whole 
game seems to lack the polish 


of a completed product - front | 


end excluded, The graphics are 
simple but sloppy - porky 
characters are a nice idea but 
they've been badiy defined so 
they look messy and the plat- 
forms, are merely platforms. A 








| few more sound effects during 


the game wouldn't go amiss as 
they'd add a lot of much needed 
atmosphere. ” 

BEN | 


O “ihad no fun playing Mario 
Bros whatsoever. The game is just 
so teribly boring. Al the sersens 
are of the same basic layout, and 
once you va found the 'safe' place | 
it holds no more challenge. The | 
graphics are badiy and unimagina- 


| tively drawn. Playability is poor, 


and further limitad by terrible colli- 
sion detection. This isn't a patch 
on the arcade version. Your hard 
samed pennies would be better 
spent eisemhere. " 

PAUL 


O “| couldn't believe how simple 
this game was; | couldn't find any 
plot, and I've yet to see more con- 
cCise instructions. | was expecting, 
consequentiy, one àf those games 
whose attraction lies in its simplic- 
ty; | suppose that applies to Mario 
Bros to an extent, but there isn't all 
that much attraction anyway! The 
graphics aren't very bad, but the | 
characters look squashed, and the 
turties are a bit chunky: colour isn't 


| used that well, either. Overall, not 


bad, but for eight quid, | expect a | 
00d deal more than a simple plat- 

orm game. " 
MIKE 


(am COMMENTS | 


Control keys: A/S lett'right, 
Space to jump 
Joystick: Kempston, Interface 2, 
Cursor 
Use of colour: limited, generally 
simple 
Graphics: porky sprites 
Sound: thin on Fx 
Skill levels: one; one or two 
players may take part 

ns: one layout, different 
nastias 
General retira: Lifeless conver- 
ston of a simple coin-op, the app- 
sal of which lay in its cute charac- 
tera, 


Presentation 
Graphics 
Plavability 


| Addictive qualities 
| Value for money 
Overall 
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THE ULTIMATE WARRIOR THE ULTIMATE GAME 


AVAILABLE FOR: | 
COMMODORE 64 RARRARiaM 
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48k SPECTRUM | 
ANISTRAD CPC : res A 
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AMSTRAD VERSION 
Send cheque or postal order for £9.99 (Cassette), 
or £12.99 (Commodore or Amstrad Disk) plus 80p P&P.. 
Access and Barclaycard holders telephone 01-278 0751. 


SPECTRUM VERSION 


Available from all good computer game stockists, 
or by mail order from: Palace Software, 
275 Pentonville Road, London Nº 9NL, 











The Atari 520 ST gives you the power 
to defeat deadly enemies, slaughter 
monsters and outwit cruel captors. 





Gauntlet - U.5. Gold. Enter d World of monsters mazes, 
mystery and combat in the ultimate role-playing fantasy game. 





Motiverada - U,5. Gold? IH Fakes lightning EEE to get 
past the potholes, obstacles and forbidden zones to reach 
the other side, And that's just the beginning! 
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Star faidars = Atari. Star Raiders: are Sri ay EE Esse 
enough to hold o the Zycroids. Your task |s to command the 
Starcruiser = are you up to it? 
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Tai Pan = Ocean. Voyage to aoth EE Hong Kong 1 for 
acHon and excitement with pirates, smugesling and mutiny, 





Arkanoid - Imagine* The latést smash- hit coin-op game! 


Are your reactions quick enough to handle 33 different play 
Scréens? 





Flight Simulator H = Subiogi Take tha ONU oiE fa = Eos nã 
182 or Learjet 256. With high speed 3D graphics for take-offs 
landings and acrobatics, it's just like the real thing! 


tom th 
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But it's not all fun and games. 





Wk spellings and integration ot graphics including 1st Mail Df GEM combined with: full relational database power Easy to 


| 
| ist Word Plus = 6.5.1. protes sional Word processor featuring Supérbure Perso ai - Precision Software. Al the features 
tor Tull control of form letters etc 





Fleet Street obiRHig == MIPAGERDEE Thé complete desE top VIP GEM - Sitica DIE Ution. vIP rofsssoai |s.-am Inte- 
publishing package. Glves you page make-up combining text grated spreádsheet, database, and graphics package, GEM 
ana graphucs for sophisticated protessionallooking documents environment plus Lótus 1-2-3 compatibility 


Mixing business with pleasure is no problem with an Atari 520 ST 
Not when you've got over 1,000 software titles to choose from, 

You'll find all the latest games and a huge range of business titles 
'rom the top business software houses. And the rangeis growing allthetime. 

You won't be short of power, either The Atari 520 ST 
is twice as powerful as most business micros. 

50 you'll be able to create spectaçular colour 
graphics. Even animate them to make your own films. 

IH you're musically minded, you can compose and 
play a full symphony. 

Or, for those whod rather write programs than 


music, the 520 ST supports over thirty e rqdes 
programming languages. | | o 

In fact, whatever you're looking for in | 7 | 
a computer, you'll find it in the Atari 520 ST | E WORKS HARD-PLAYS HARD 











| ato lho original Arcado gama | vou require any further infórmation concerning sotiwara featured pesso wnteto: PO Bos 555 Atari House Railway Buraco, Slough Berks SL7 SBZ 
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— MOTION = THE ONLY ABSOLUTE 
Hnding the Kinermator wil testevemy 
IW, Every skill and every ounçe of 

+ wburresove. .. 
E. é Kinetik's mind béncing action will 
RR De avoilable ar gl good computer 
WERE StOCkisis SOON. “4 

e. | 

“Siyoailoble for Spectrum, Amstrad 

+ amd Commodore. 
-— Cassete £7.95 disc £12.95 

























him left and right, and make him 
stop and jump as necessary. 
Jumping ailows time wasting 0bs- 
tacles to be avoided — open pits 
trip, some surfaces Cause siow 
running, fire pits return you down 
the course and teleport pads take 
you even further. A continual 
update of ycur course position is 
| displayed at the top of the screen, 
with a flashing message displayed 
on reaching the half-way point, 


STAR RUNNER 


















Star Running, a distance event set 
on a floating space platform. You 
are Earth's champlon, and repre- 
sent the planet against the cream 
of alien athletes. 


| Producer: Code Masters 
Retail Price: £1.99 
Author: Christian Urquhart 











Memes your chance to TheStar Runisaraceofnofixed |  Thereis a specified time limit for 
develop interplanetary | distance = the runner who travels | each of the six Infinitely repeating 
athlete's foot, by represent- | furthest accumulates most points, | levels, with the time remaining 


and thus wins. The score |5 shown 

at the bottom right.of the screen. 
Your character moves automal- 

ically, with your task being to guide 


shown at the bottom left. Crossing 
the finish line allows the next stage 
to be reached, and extra time is 
gained by picking up the clocks 
which-are found en route, 


[ CRITICISM 


& “ What a totally useless con- 


ing Earth in the Olympic Games — 
one century in the future. In this far 
off contest the traditional 
| Marathon has been replaced by 





































> ifsalongtrudge tor an erstwhile Star Runner, 





around and jumping over 
hazards isn't exactly an exciting 
gameplan to begin with, so the 
| action could hardiy be very com- 
pelling. The thing is that Star 
Runner has been very well 


is adequately presented, giving 
the overall impression of being 
a neat littie game = and if there 
was more content it would be. 
Sadly, in its present form ft's 
about as compelling as watch- 
ing paint dry... 
clear. 

BEN 
00189 : 


CCcCoOone Ê 
E Pariaoça O “As with al Code Masters 








dows transports thê scheming 
schoolkid to another part of the 
building where he can continue his 
money hunt. 


CRITICISM. 





Producer: Firebird 
Retail Price: £1.99 
Author: Tooba Zaidi 


aughty Tubaruba's always 
RB introuble at school, butthis 
time it looks really serious. 
| He's broken a window, been 
caught by the headmaster and 
taced with expulsion unless he 
pays a £50 damages bill, However, 
Ki the trainee delinquent collects 
this amount by the end ofterm he ll 
rot only achieve quod grades, he 
also wind up owning the headmas- | 
ter's Ferrari! 

In his financial search, Tuba 
passes through a series of rooms 
on different floors collecting 
money as he goes. He can move 
left and right, jump up or leap 
down in the school buildings he 
hates so much. To make his task 
that much harder, bomb-dropping 
angels, egg-laying ducks, deadky 
ball-spitting heads, octopuses, 
| and musical instruments fly about. 
Contaci with any of these saps 
energy, which is replaced by col- | 
lecting the red dises found lying 
about the school. Should his 
energy level fall to zero, Tubaruba 
is permanentiy wiped off the 
school! register. 


Overactivity also depletes 
Tuba's energy, so to rest his legs 
he drives about in one of the 
Sinclar C5's which are conve- 
| nientiy distributed arcund the 

school. 
| Tubaruba protects himself by 
firing on his attackers with a con- 
cealed gun. Each kill eams a 
penny, but his piggy bank fils up | 
much faster if he picks up the coins 
and notes which are also to be 
| found about the premises. 

Leaping up to and touching win- 


» limaybe 


O “ Atlast! Spectrum lovers can 
now have a loading system just 
like (dare | say )... the good 
old BBC. I'm not sure | like this, 
but it does solve a lot of prob- 
lems = and once you've finally 
got Tubaruba to load it isn't at all 
bad. The graphics are a bit 
basic, but they're well con- 
structed and use lots of colour.” 

GARETA 


am old-fashioned game, but Tubaruba és brightly pretty to look at. 
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| stop, SPACE jump 
cept. Let's face it, running | 


y 
' Sound: uninspired spot effects 


implemented, it looks slick and | 


stay well | 









| after the gamê is atrocious — the 


| drawn fumiture and backgrounds, | 





games, Star Runner contains | 
some very siick presentation — but | 
the content is very thin. What kind 
of an Olympic event are you com- 
ting in? One without opponents, 
but with fires to jump over, and 
holes to fall in! Not really in the 
Olympic spirit, is it? The perspec- 
tive is very misleading, and the 
chitdish comments af the end of | 
the screens [Would a pair of 
crutches hei?" for instance) are 
boring. A totally unaddictive game, 
for which even two pounds is too 

much. 
PAUL 















COMMENTS 





Control keys: 5 left, X right, H 


Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: mainly monoe- 
hromatic playing area with colour- | 
ful front end 

Graphics: basic, but strangehy 
prett 


Skill levels: one 

Screens: six 

General rating: À race against 

ego that goes nowhere in particu- 
Br. 


Presentation 
Graphics 
Playability 
Addictive qualities 
Value for money 
Overall 


O “ifFirabira think that this is the 
sort of game that Spectrum own- 
ers want then they're still living in 
1984... it's absolutely appalling. 
The tune that plays during and | 


graphics consist of some badly 


and contain masses of colour, 
none of which is agsthetically 
pleasing. A complete waste of 
money. ” 

PAUL 


[ comments | 


Control keys: Q up, A down, O 
left, P right, 2/M fire 

Joystick: Kempston, Interface 2 
Use of colour: very bright 
Graphics: primitive and generalhy 
smail 

Sound: poor 

Skill levels: ong General rating: 
This teap, kill and collect Jet Set 
Willy type game, halis from the 
past, but at its price it could have 
appeal for some. 
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Producer: Advance séries of four indoor games. The 
Retail Price: E7.95 events are two player only, with a 
second round being played ifthree 
mma his sports simulation | or more competitors take part, H 
E licensed from the American | an odd amount of players are com- 
5 Design Star Inc allows upto | peting, the computer takes the 
four people to participate in a | place of the missing opponent. 


 GARETH LL. E 
“This conversion is very disappointing because each game is so 
| easy to beat — it's possible to defeat the computer on every level 
| after only playing for a short time. The graphics are the best 
feature (not surprising really, as there's no sound), incorporating 
smooth animation of sprites and neat scrolling action. This is not 
the best sport simulation I've seen but it could have a few hours 

of enjoyment in it. ” 















- “Siamming home the puck in Air Hockey. 
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sub-games holds any lasting appeal, 
“and all of them are very easy to master. The perspective of the air 
| hockey is superb, and the action is smooth and lightning fast. 
| The darts is the easiest game to suss = maximums being no 
trouble to get. Superstar ping pong is again very easy to master, 
mainty due to the dense opponent. Ten-pin bowling, being the 
best of a bad bunch, takes quite a time to get into = but again 
good scores are easily repeated. You may find one or two games 
that you like, but it's asking a bit much at E7.95. ” 


“None ofindoor Spor's four 













| Air Hockey is played on a table | 


with walled edges and a goal at 
gither end, Both players are equip- 
ped with a 'hitter, which moves 
with the confines of its own half, to 
bounca the puck into the opposite 
goal or to defend their own. Three 


| playing speeds are available, with | 


a score and time countdown 
given. Winner is the first player to 
score 12 goals within the specified 
time limit, 

The next event is Darts, An 
arrow is aimed by shding it along 
the bottom of the screen, the arc | 
of the throw set by use of an angle 
mater and strength regulated on 
tha power meter. À thrown dart's 
position is shown on the board 
with a message section above ff 
indicating trebles, doubles and 
misses. Scores are 'chalked on 
either side of the board, with a run- 
ning total given after every three 
darts. The game |s lost if available 
time (shown by a countdown) falls 
tó ZETO. 

In Superstar Ping Pong the bat 
is moved either manually or by the 
computer. lfthe auto-mave option 
is chosen, the fire button is used to 


“serve and the joystick, or approp- 


riate keys, to determine the choice 
of return — this can be using back- 
Spin, an aliacking smash or at var- 














ving angles. When manually oper- 
ated the bat can also be moved 
left and right along the table end. 
the ball 5 not retumed onto the 
table, or hits the net, a pointis lost. 
| The game is won By the first player 
to reach 21 by two clear points. 
| Nowonto Digger balls, this time 
atthe Ten-Pin Bowling alley. Hav- 
ing positoned the bowler, an 
arrow |s moved to determine the 
ball's direction and, using the joys- 
tick, fts curve chosen. The ball is 
released by pressing fire at the 
correct moment during the 
bowler's swing. À point is awarded 
tor each fallen pin, with those pins 
still standing shown at the top of 
the screen. Should the bowler ever 
cross the line on the alley, a fault is 
incurred andno points are scored. 


Hresentation 


Graphics 
Playabitity 
Addictive qualities 

| Value for money 
Overall 








Producer: Budgie 
Retail Price: E2.99 





of the octagon. Trapped in 
the contines of a four level com- 
plex of 60 cell worlds, your only 
chance of escape lies in the suc- 
cessful building of this octagon 


Úctons move left, right and 
upwards, or fall under the pull of 
gravity. Each cell is populated by 
creatures such as snakes, spiders 
and fish, which move across the 
screen and increase in number 
with each successive level, Con- 
tact with these saps your psychic 
power, but'for protection you carry 
a stun gun which temporarily vap- 
orises your opponents. 

To transfer from cell to cell, at 
least four tokens (T) must be 
gathered and taken to your *stan- 
don” (home platform). Collected 
tokens are displayed at the bottom 
right of the screen, alông with any 
relevant messages. You may 
choose the standon from wiich 
vou exit the cell, as long as tisa 
neutral white- or cormesponds to 
vour destgnated colour. Tha count 
at the tóp of the screen is reduced 


reached. 


between levels, but this can only 
| be done when they are the cormect 
colour, and when a key |s in your 
possession, The position of this 
key is displayed on à scanner at 
the bottom left, with its number 
showing which level you presentiy 
DOCUPpy. 

No more than one octagon sec- 
tion can be picked up and carried 
at any one time, and access Is 
gained to the outside world when 
all of the pieces have been fitted 
into their appropriate positions at 
the starting point on level one. 


ouareanOcton, acreature | 
given power by the symbol 


from pieces held at the complex's | 
| core, 


by one unit when a new cel is | 


A teleport is used to transporn | 











O “| don't really know what to 
make of Octagon. At first sight it 
seems to be very good, but after 
a few goes it becomes obvious 
that you should be able to do 
more than just fly around a stack 
of similar screens, À quick re- 
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read of the inlay uncovered a I- 
tle more, but it didn't really dis- 
close how to get deeper into 
play. The sound is poor: there's 
no tune, and v few spot 
effects whilst playing. Although 
| can appreciate some of the 
nicer points, it isn't really that 


good, ” 
GARETH 


O Things looked quite promising 
at first — the neat inlay, interesting 


scenario, abundante of useful | 





 Oneofthe Dctagon cells, inhabited by creatures bent on preventing you trom 


collecting tokens. 


ecannce 


e aaa aa e ia 





| jointed. The above average pres- 





»- Travelling between cells, preparing to enter cell dt. 
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“the gameplay didn't appeal to me 
at all | didn't like the technique of 


| left'right, SPACE to fire 
| Joystick: Kempston, Cursor 
| Use of colour: generally bright 

































options, a short but sweet tune on 
loading, some average but Colour- 
fui graphics and the option which 
allows up to four people to play = 
but untfortunately lhe game is à 
great  disappointment. Your 
character moves in a very jerky 
fashion and the interim screen that 
flashes when you move from cell 
to cell is unnecessary and frustrat- 
ing — this destroys the flow and 
makes the proceedings very dis- 


emation increases the value, bul 


Unaddicive gameplay is a major 
let-domn. 
PAUL 


O" Umatfraid | don't like Ociagon 


Ty 


Ta 


at ali. The graphics are colourul 
(almost too colourtul im fact), but 
they look quite poor. The scenario | 
didn't quite sink in for à while, and 


pressing the initial letter of the 
action required. Finally, the “ar- 
cade sequençes are pretty appal- 


ling. 






COMMENTS 
Control keys: Q/A up/down, NYM 


appearance 

Graphics: a busy screen but 
abade small characters 

te nd: reasonabte tune, but few 
Skill levels: one —but four players 
may take part 

Screens: 240 cell worlds 
General rating: an unusual game 
which appears more complex than 
it really is, and not very addictive 


| Presentation 

Graphics 

Playability 

Addictive qualíties 

Value for money 
Overall 


CRASH June 1987 33 






































each level. This destroys aliens | 
and scanning orbs, with points 


Producer: Hewson 


Retail Price: £7.95 awarded for each and a total 

Authors: Christian «shown at the top left. À bonus |s 

Urquhart and Mike Smith added when 15,000 points have 
been earmed. 





under attack from the | Gunrunner picks up equipmem 
dreaded Destrovians, with | discarded by previous resistance | 
its complex plutonium pipework fighters. This includes; a Multi-fire a 
being the saboteurs' prime target. Unit which converis his blaster - 
Others have tried and faled to | into a rapidfire tridirectional a =. 
eradicate these infere da - É em 
Gunrunner remains the only hope - ap ponry to aid him in his battle against the Destro- 
| for this beleaguered world, E rot rege je si 
Each of the game's ten levels 
consists of a pipework landscape 
on a horizontally-scroling screen. | 
Gunrunner moves left and right 
through this, jumping and kneeling 
where necessary — collecting a jet- 
pack allows him to fly up and dewn 
to greater heights and depths. 

Ls he moves forward, groups of 
Destrovians attack from both left 
and right, moving in al varying 
speeds and heighis. Comtact 
removes one of "Runners three 


A cs ice-clad planet |s To upgrade his weaponry, 


E hds do 












lives, with those remaining shown 
at the top right. On losing a life, our 
hero restarts from the beginning of E aci ao AD 





this is the first umiortunate 
game Hewson has produc- | 
ed. The presentationis good, || 
especially the loading screen | 
with its scrolling message | 
and excellent tune. However, 
| the package is a littte too 
similar to Urtdium for my lik- 
ing - the monochromatic 
playing area, the alien attack 
| patterns and the aliens them- 
selves all bear an uncanny || 
| resemblance to 3 | 
aforementioned master- 
- Gunrunner lsamt com- 
| pelling or pldáyable enough to 
earm my recommendation. ” 





the present level, | 
Gunrunner must also beware Of 

dangerous gaps in the pipework, 

booby-trapped Destrovian supply 

domes:; peritous, openina bomb 

| doors; mines (against which there 
















Life's a mite easier with a jetpac strapped on, and Gunrunner can gel above the 
torturous pipes for a better shot, 


EuriA dm E 


=y, 






[PAUL 


“ Shoot 'em ups can be good 
if they're - but Gun- 
runner lacks any positive 
points, and to my mind is a 
failure due to its unfriendly 
feel. The graphics, which are 
the game's most aftractive | 
a are too squarely 
| drawn to be inspiring. Sound 
is also limited, being con- 
| fined to a few neat in-game 
effects and an average title 
| tune. Gunrunner is off-putting 
| from the start, and once had 
mastered it | could find 
nothing to make me have 
| another go. ” | 












































— JCOMMENTS 
Control keys: definable 
Joystick: Kempston, Cursor, 
Interface 2 

Use of colour: background 
colours vary on generally 
monochrome playing area 
Graphics: good definition, 
large, but lacking in variety 
Sound: a bit thin on FX 

Skill levels: one 
| Screens: ten scrolling land- 
acapes of increasing difficulty 
General rating: Something of 
a surprise from Hewson, Nor- 
maily associated with high- 
content games — a rather ordi- 
nary and not very addictive 
shoot 'em up. 

























































and a poison device which 
| eliminates all aliens in the 
“immediate area - but only on 
limited occasions. This extra 
equipment is acquired Dy touch, 
and more than one piece can be 
carried simultaneousty. An 
onscreen message indicates If a 
jet-pack, shield or poison is 
currently in our hero's possession. 
In the absence of a shield, contact 
with a Destrovian removes all of 
Gurrunner s collected equipment. - 

A level is completed upon Presentation 
reaching the striped emergency Graphics 
defence computer. Gunrunner | REMETE 
opala Nr a EE Addictive qualities 
pack to help him fight his way to alue for moner 
o eat within the specified | PARRA 
time limit. ne 





is no protection); and pedestal- | weapon, à shield with finite energy 
mounted scanning orbs (unarmed, | reserves giving protection against 

| butworth valuabie points). contact with Destrovians (a status 
A blaster constitutes our hero's | indicator shows remaining energy 
only protection at the beginning of | levels), a short duration jet-pack, 







































“ Howson's considerable reputation led me to expect à great 
deal from Gunrunner. However, | was disappointed. While the | 
packaging and general presentation are all that | expected, the 
| game itselfis not, although I'm sure that many companies would 
be proud of a shoot “em u of this calibre. The graphics are 
reasonable despite the scrolling jerking occasionally, but | found 
| ftlacking in gameplay, and consequentiy unaddictive. The format 
is becoming dated,andit'sa bitmuch to ask £7.95 for an ordinary 
shoot 'em up. ” - 
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Tohelpyoudestroy |; AR IDERS 


the aliens 


and defeat the 
taxman, 
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For a limited period, the Atari 520 STM is even more of a knockout than usual, 





We're offering it for just £449.95 (inc. VAT) complete with SF354 disk drive, k 
SM125 mono monitor*a mouse worth £24.95 and 1st Word, wortn £49.95, 
So as well as saving you from the enemy, the 520 STM will also save you £184. R 
You'd better hurry though, because it won't « ATARI 520 STM 
be long before our stocks are ud out. WORKS HARD - PLAYS HARD "A 
*“Dffer includes mono monitor, The 5205TM plugs mto 
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| RELOGO 
Dear Mir b fangram, 
fr | do ay issue | read a great Dig 
the é SRASH log joy Don. 
4 of somewhere in LU von He 
aidthaithe bnilana fi mag 
pes was € ipa &, Wet the two- 
dimension sparky Bits. But | 
being a faiti ful reader a It's 
| ace and wo E De ver V Very sal, 
ted up, disappointed and: Selo | 
tha logo was changea. 

James Simpson, Shropshire 
Ane sodo |, James. The dvinian 
Jack iso tihe woro's Dr rep Fad 
either, but | bel hardiy anyone 


movia want to alterit 


[| 
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Ra but e citino = ADE SKILL. .TACTIOS. DECISIONS...STRATEGY.. SKILL .TACTIS.. 
h Ea &J Software fler3 CLASSIC Football Manage- 
Strategy Games for al soçõer enthusiasts. 
Each q Ara ANTE AMAS Era 
PACKED with | 
Bach game the most NEALISTIC otite kind : 
PREMIER H: à COMPREHENSIVE AND PimNG LEAGUE. GAME — Can you | 
a pb Full Squad Details All Teams. Tender Market 
Ne die a Cs ro 
od, poltsiher | | 
RE ars 6 HE ti em 


ant Pegue ve Sm rag dar 

Extra Time, Hail Time & Euli Teme Scores AR 

| "range Pior team Full Reguits List, Full 

ano Prayer Team Namgo, Sire Gare 

tch Simutation with these GREAT FEA- 

Comers, Piso Micha (Goal Times, 
juros, Boleros: pe Nara Pocrio Gi Penaltes, Sending Oftand MORE! | 


eua Bus? y | | + SPECIAL FEATURE = tránster your PREMIER ll winning Side into EUAOPEAN 4 
| Thu a Call iLA 7 Ha DE pre ES | | Both lhese GREAT games can be played separately &r às companion games 
= na | Dougia' s Irv jd db WORLD CHAMPIONS : A COMPLETE AND EXCIING WORLD CU SIMULATION 
À jovial var | — Takes warm up inend ough uadifying stages and on | 
| res, Vê! aro tm see pl ejus ] FNAS? Ps Tear From Sua ci 26 na * Select Friend Friendiy Maiches, Full Home & | 
m E eferén Ea tou A alvo A: | mr Ta So in Quasitying Round, Pre-Match qidiaç ini oram  Desciph- 
Alas the pa Select our O : layers Kperente: | 
13 Inole tnat for the past fem! | Eng pr BU custar E EP Rb 
| ks é Sn pi Ha a K ai E 7 Sh ave Game, Full! Results 
o 20 Tas iene 5 A 
n the 6 4 ih E a à AR de | 
StrutT grdg ug A | ARO SERA E MACA 48K SPECTRUM 
iq O 
Games supplied on with full instructions (r 
£6.95 Each Inc. PAP ada £1.00 outside U.K.) 
| Great value — Any 26 Deduct £2.00 
pisime: | FANTASTIC VALUE — AIl3 Games Deduct £3.00 


gh. || À mese games are available by MAIL ORDER ONLY 
- via our First Class Service. All are available for 
ue pag po by 1st Class Post. 


From: E&J SOFTWARE, E Room 3 ,37 Waestmoor Road, ENFIELD, 
Middiasex EN3 TLE 
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Indhe 22nd. Century, Mankind's greatest threal will come from another dimension. A breach in the 
space Time continuúum has allówed invading forces entry into our Universe. 
Only the Chevraon Spatial Cenerator can sea] the breach. 


The Ultimate in fast-moving - | o Music by W.E. Music 
3-D Vector Graphics Combal | Ao. Sound FX hy Tony Crowther 
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Watch qui tar vo greal new releases from STARLIGHT, Greyfell and Deathscape 
COMING TO YOUR LOCAL RETAHER on Spectrum, CBM and Amstrad. 
COS ZA caes. E9,99 COR TIA deh LI 299 Amstrad cass, EB949 Amstrad disk 14/99 Spectrum EH99 


MAIL CRDER: your dalor is rmlhos away vou can order from us = send your crossec chegue PO. made qui tó 
Anotasato tiro, including pour qua name aod address: to Ariglasedi PO Box 467, Condo NT NO 

















HOW LONG IS A PIECE OF STRING? 
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Trans ne EE . 
EE Qceon.. The most à a. o a is PER desta 
successtul publishers of entertainment software | | a na | | Th qe ie firá ar ja to 
inthe World are now seeking experienced E me appear a E 
seia to join our team of top closs cris | FAS 


sam 
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Ee lánguage tor Z80, 6502, 68000. 6068, have O: prover 

rock record and wish to produce first cioss producis for ou 
oppreciative customers around the Word, then you owe lho yourselfto 
COM! us: E 


“Were not just offering superb financial rewgrds you 
would espect otOceon but also job security with excellent promotional 
prospects eine À core developrnent in our continualy exponding 
Organisation, 


Áclie Plegse send vou Cut tha address below enclasina, 
wheta possible, examples OF pur "aCent WD. Remember tha: sconer. . 
vou get started tr the sooner vos le>onthe road to suecas e E AR, 


Ocean Software Limited 
é Central Street - Manchester MZ 5NS : ai E 
fetephone: 0641-832 4633 Jelex 669977- Oca So E | 





Lloyd, 
| Felt ltwas time to write again, 
First thanks tor Starglider as my 
prize for letter of the month in Nov- 
ember. | bought a 128 +2 for the 
boys for Christmas so we got the 
tull effects of Starglider, and what 


“superbeffects they aret'm 38now 


andcan'thelp feeling I'ma little old 
| to read CRASH, but | still read it 
“every month. It's even got to the 
stage now where! read itinthecar, 
solcan enjoy it first withouthaving 
itripped from my feeble grasp. | 
gota new walking frame and bat- 
teries for my hearing aid for Christ- 


y. 
ulate on your 
pupero work ine maga. 
drum 
ja td Ewelt Written, 


lively, psd Iwouldhave 


thought such a volume would 
| cause you to get bored with it all 
and just dothe job, but no you're 
keenness shows through in every 
word. Well done. 

nei a err aÃ It 
sin ni hashy Dass. Forum 
May, * end ud Anyway his words 
| 'anelightbit machine running at 50 
m/s with no independent 
graphics". Well Shashy you obvi- 
ously den't program the thing. 
Mine is a good friend, a hated 


SE FOR LLOYD 


adversary, a person | love, some- 
onewho brings on bouts of swear- 
ing to tum the screen blue and 
somaino ; pg Asia aa man- 
ou mi Gcie, 
that 's yours called?) and | have 
deep involved conversations with 
it. Of course it doesn't answer, À 
either rewards me with what [ve 
been trying to get it to do for 
weeks, or it shuts-down com- 
pletely, refusing to allow me any 
access without a re-set. Intruth of 
course | know a crash is my fault, 
butin my heart of hearts | know it's 
nice to because | haven't been 


on Shashy, an so bit 
mca? No-chance. A Spectrum 
is mora than a machine, it's a way 
ofiite. | 

Paul Tyler, Surrey 


writer as 


my Hermes type 
erigido 1935 machine, the 


1922 just wheezes now). It has 
been known to sulk occasionally, 


but whenever | threatento tumitin | 
| fora Joyce, | usually get results. 


It's a question of being firm, but 


“kind with them. Thank you for your 


lavish praise. It's a pity this pa 
isn't in colour, or you woulo 
Edo biushing. 


MY NOVITIATE 


Dear Lloyd, 

ve racenthy Doughta 5 

48K from one otmy iriondis for 75. 
This included, 138 games (30 orig- 
inals), a joystick interface, a mitro- 
drive Interface with microdrive and 
two-cartrdges, an Amstrad 2090 
a esta recorder to load the 


at est Hhought this to be the 
best deal | could ever make with 
| anyone, not so. | made an even 
better deal with W H Smith, when 
oualr des March B7 issue of 

3H. | couldn't believe it. All a 
id like me could want to 
| know about software and 
hardware for his morsel of a 
speccy, inthe shape-ofstraightfor- 
| Ward news, reviews, previews, 
maps and not so reliable aciver- 
tisements, only to be expected, 
and all this onhy cost a quid. Fab! 

First of all Like the way the ads 
are kept on their own pages and 
are not shoved at the bottom of 
reviews, this gives the customer, 
or should | say reader. the choice 
whather he reads the ad or not. 

The idea of ordering back num- 
bers of CRASH appeals also 
| because I'm a late starter, and | 
“could do with info to reveal the 
eua my Spectrum. 

e revigws are honest, with an 
ideal rating scheme, but a lack of 
colour in screen shots spoils it 
somewhat, although | must add 
that a substantial improver tm 
fina was noticed in April s edi- 

Ti. 
One game reviewed lived right 


much easlerone: Getfiret à| 


- with'the help of 


anca scratch, Feudis one of the 


ames |" piada Ly ng «Asfor 
CRASH's solution to it. I've IE Got 


lightning, Get heal, Get Leanoric! 
Inthe March issue, | detected 
some tension on the subject of 


| Bipnéo Ehink Res E POOpI and 
le nho 
come up ess pride Dies | 


ves me pleasure when typing 
POMES to learn more about the 
keyboard, as | have not read the 
manual yet — even more pleasure 
is felt when they work! 
While on the subjectof POKEs| 


| should point out as will many | 
others, that line 100 of the Gaunhlét | 


POKE should read: 
IF PEER. Eds A THEN LET 
B4. The THE 


| A1=B2: LET AZ 


should read as THEM 

Onething CRASH, Idefinitely do 
not like the dr Sinyourmags 
of Graeme Kidd, John Minson, 
Derek Brewster, Philippa Irving, 


Jon Bates, Simon Goodwin and 


Brendon Kavanagh. They make 
people, who ['m sure look alnght, 
look positively awful. 

od lhave said, lhave dia 
a great time using my computer 

R CRASH please 
E a meintothe read- 

clan by publishing myletterin 

ho most convenient issue. 
Justin Coombs, London 


And'this was the most convenient, 
Justin! Sorry about ra 
POKE typing error. eo 

through occasionall Anésniaçã vou. 
continue to enjoy CR a «and 
keep writing in. 


| LM 


pos reaih 
e 16 pd li 


a the other Sinclair 
Si decidedtos cep 


| a pedi to guid 


ss in E pre vihich games t to 


Hm E 1 IL 
o ltcame to my notice 


was selling the 
that this, or ret anthe Pe 


riced 


| the shop Sn t 


me£2.99. per tnis? 
db st e ini 


not sure on the prici 
Nosd in Northern Ireland, alhough gh! 
would have thought it shots me. 
| the sameias over here; but som 
times the retailêrs may have don 
cometi nr Tr re 
cera 
cost = the rate of exchange). | da 
“should go back. and complain, for 
what your retailer has fo say 


himself. 
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EE! 


capim ddp ee lr] 
sasj | 

Ei 

ns: 
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nur 
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ERROR 
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a do 


Look: 
Tover 


err Part re RS PU 





SEER di 


+ETTEITITttt: 
rdias re o ennieei do 


ay [TA 
R Porta q ras | 
= me = E Ah ty: : 


He [Emi el Sara j = 
FoRpSE Oh sbRDOSS, 
Ea Es : Ta the 


e ic 
Pladns. or Oni ZEs. 
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Tale cs ST EE E TR E mms (.. - x T == = 


SHAO LIN'S ROAD 


Here's another, and slightly 

easier, way of getting on any | 
“screen you want from Steven | 
Michael in Eastboume. Hold | 
down Symbol Siri, mi; É t, 

and 6. Release your Engara 

rom the Toya on thoid 

| sereen. 


ARMY MOVES 


| Sumner, has just found the code 
to the second part of Amy 
Moves anditis.... | 


AUF WIEDERSEHEN MONTY 


Infinite lives here from the won- Instead of typina LOAD “at 
derfuliy weird Mongee Boswell,a | the start 

good friend of Dave Thompson CLEAR 32787: LOAD “" CODE: 
'mtold, to help youallsay'Good | RANDOMIZE USA 32799 
Riddance Monty withoutany | Whenthe game has loaded pick 
nasty sprite collision! Danke up the first object to the left and 
schôn. Codebusters from wunderbar! 

Sheffield also discovered o 
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MULTIFACE ONE 
SPECIAL! 


With the growing ranks of Multiface One owners around, | 
thought it about time | gave you a chance to use the device 
for entering some very simple POKES. For information on 
how to insert them consult the manual, but you shouldn't 






































10 REM KRAKOUT Vo 












































11 REM BY PAUL WELLS find it at all difficult! 
42 CRASH JUNE 1987 o 
20 CLEAR 65270 + ? 
30 LET SUM=0 Eto Ee ACADEMY 
40 LET INF=61: REM CHANGE TO O FOR 1º 
O NANTES o O || es srs Se e aço e 
so (ErveL=onemomnaeTO jo BM || is COTA E 
ESIRED LEVEL - | 
| 60 LET LIVES=2: REM CHANGE TO io 
DESIRED NUMBER - 1 ie 
| 70 FOR N=65280 TO 65323 a 
| 80 READA e 
| 90 POKEN,A io 
o 100 LET SUM=SUM+A 1º 
»! 410 NEXTN ES IN . aissiles (max 255) 
T eluM= I-LEVEL-LIVES-INF EA - missiles (max £ 
+ 120 LET SUM= NT “ERRORIN !6 . ammo (max 


| 6! 430 IFSUM <>360 THEN PRI 
E DATA":STOP E 
6, 140 PRINT "DATA OKAY, START TAPE 
| 450 RANDOMIZE USR 65280 | ê o 
*! 500 DATA 221,33,0,64, 17, 156,190,00 to 
6: 510 DATA6O, 55, 205, 86, 5,33.229,161 ig 
o! 550 54. INF, 33,242, 142,54,62.85 o] 
6! 530 DATA S4, LEVEL, 35, 54, 50,95, 54 196 tg | 
| 61 540 DATA 35,54, 142,35, 54, 62, 59, - o 









7757 - bombs (max 2 








































And all the rest are from Andre Brus, all the way from Holland, 
| and should be entered on title screens rather than when the 
| game is in play. 















195 S, 195, 168, 139 
P4 28) DATA LINES | COBRA CHUCKIE EGGII 
| € 4 | Infinite lives: | Infinite lives: 
POKE 36512,52 PORE 35453,0 
| E 9091 se 
KE 36514, 
LEGEND OF KAGE 
XEVIOUS | POKE 30609, n (where n is the 
| number of lives desired) 
POKE 53592, n (where n is the 
| number of lives desired) 
TOP GUN 
FIRELORD Infinite lives, oné 
| are player game onty: 
Infinite lives: POKE 26460,0 
POKE 34509,0 | Chosen number of lives: two 
player game, where n is the 
7 | Ra! 
“||| SCOOBY DOO POKE 27728,n 


Infinite lives: 


| POKE 29614,0 WEST BANK 











































qa | POKE 51210, n 
Le! + REMEEUD o hz CAMELOT 
o! By MARK DUFF e | ||| WARRIORS 
pa o, 3 RE R 24716 VP 11] Imfinhe vas: | VOYAGE 
o: 10 CLEA 49717, 40818 io | ||| POKE53920,34 | | 
o 20 REM CDE | 1º POKE SS 1,5 Infinite lives: 
o! = si 42100 201: POKE as186,0: POE. o| ||| POXESS9220 POKE 54492,0 
| 61 >. POKE 49210,201: RAN ce | Ed 
PR cre gi i 'o| ||| WRIGGLER | IMPOSSABALL 
| É | 
|º, eta rem de e ES Infinite lives: Infinite lives: 
e, Eur de aa pa POKE 50173,0 POKE 41185,0 


> 
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| Jump off the hang-glider as soon 
| as you start and stowly walleright. 
“Drop down onto the-platiorm with 
qo Agni Tones We night to lhe 
end otit. Andthen, 
| e Ee left. «dovim SIEns, 
1 siowiyolltiheedge, info room, 
| uporight, up until the ladderis. 
reached, up untit you come to the 
| meaporis Dase, get punched 
id Cgi da o down, 


KEY 

T TERMINAL 

E STASH 

| PIECE OF CODE 

&% GUARD ma 
| 47 PUMA 


ame 
| 3] 
| 3 
pt 


o 


50 CRASH June 1987 


ht, use-computer left left left, | 
foi dovr left, down, night, down 


“alltha way down steps, night, 


dom, move it up wnh terminal. | 
let, onto lift, move lift down, nght. | 
down, down, leftto ladders allthe: 
Way down, et weapons 4 neces- 
sary. left, left, up. vb, Maht move 
lt up with terminal, leH, left onto 
lift, move HE down, daht, down, 
down, get onto bike-and escape! 


And here's some level codes Ev ADnoG Lan | 3 
Hint e A si ii | 1 l E q) 
from Wihitburn in Sunderland. EHURIBEN A+ 
fission 1 press ENTER HELD TIMER 
Mission 2 type JONIN IE | 

Misslón 3. type-KIME 

Mission 4 type KU KÍRI 





Mission 5 gia SAIMENdITSU | - 

gi j | | 
Mission 7 type: pad LU KATA " ; | | 
Mission E Ei AA MAK ad À 


THE MAP 


BY MIKE SARATH 





a 
= tra ad En ma 



































































| 

NETHER EARTH | 
| Here'sthecompletesolutionfor your phaser factory, and from this ] 
the Argus game which we position you can destroy no 1 
reviewed last issue. | comes enemy within range. Stay with this | 
from Andrew Lewis who lives in vehicte for about 100 days and | 
Edinburgh. He completed the repulse any enemy attacks. This | 
gameondAprilandelaimstobe may appear boring butit's really ; 
the usando todoso.Thatis  worthit. 
unless you know different . . . You should now have many E 
lAs Esther Rantzen would say) osourçe points. Retumto the war- 

E | base and make as many vehicles, | 

cics asdescrbed above. Order themto | | 


| non, and one track plus cannon. | 

| Adivançe ântigrav 30 miles, and Guest any TERito: 
capturethe phaserandthenuclear e Keep'the offensive up, andhelp 
factory, Order trailed vehicla to vehicles to destroy troublesome 
capture neutral factories, then enemies, Return once mora to 
work the Antigrav back. You warbase and make as many track 
should now have one factory of vehicles as possible, assigning 
avery kind. Install your two them to capture enemy factories, 
machines in the front two fac- Remember, enemies can De 
tories, with ordersto stop and destroyed by using your radar = 
defend, ihis-where missiles are-most 
| Return to your warbase and lil É 
missiles or phasers, andanelec-  graws near to an enemy warbase, 
tric module, because youcansend ou it under combat control and 
them to the front posrtions and capture that warbase. 
park defensively: again with orders | | 
to stop and defend. = You may find thatyour vehictes | 
== Make an Antigrav vehicie with a Ah : E Panela 
prasers, misses, cannoris and an the case, take an Antigrav unit with | 
pd a nuclgar device and blow the 
strongest type of vehície and can persa 

gi : | blocks outof the way — remember 

| aststana Tucanos roma hasar to pullyour velicias well out of 
before being destroyed. Always pt a | 

putan electric module on vehicles dE ed 
as it adds range and strengthens - Repeat the sixth pointto finish 

ts Brmour. Place this vehicia in the game. 


| 





e did ui FEM TT E ds BS 










The second inaseries... 


THE GOLDEN OLDIE COLLECTION 


vet another table of classics... 


















TITLE POKE RESULT | 

ZAXXON 48825,255 INFINITE LIVES 

| ARCADIA 25776,0 INFINITE LIVES || 
||| MOONALERT 42404,255 100 LIVES | 

|| SABOTEUR 46998,0 STOPS THE CLOCK 

| SABOTEUR 29894,0 INFINITELIVES 

FINDERS KEEPERS 34252,0 INFINITELIVES IH 

SAI COMBAT 65364,201:32421,1 INFINITE LIVES 

| SWEEVO'S WORLD 33219,0 INFINITE LIVES l 
| FRANKN STEIN 34124,0 | 
| HUNCH BACK 26888,0 IL 
| PL-BALLED 44416,5 ] 
BIRDS AND THE BEES 97852,255 Il 

JACK AND THE BEANSTALK 56110,0 | 





Compiled by Tim Bratton, Steyning, and Michael Smith, Morley. 
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A SAS 











HEAD OVER HEELS 


À oa licita no | 
+ re pretty 


sore from 


MOONBASE 


iá. rooms 


topexit, 
ada left, gd ss | 


| blind ni A 
gi potter ent Fera 
dou aaa exit, ri 








1 nt ugh 
rins a tan usa exit, 
a 








flogr, split up, cantei Nose ea 
tom ext bottom exit, useteleport, 
ight, control Heels, night, 
nght, nght, bottom exit, batem 
exi right, use telepor, top exit, 





à do 


| topesxit, top exit, left, top-exit, top 
“exit let useteleport, top exit left, 


join up, top exit, top exit, left, use 
telepor, split up, control heeis, 
night, right, got rough ceiling, go 
through-ceiling, gothrough celing, 
go through ling, right, top exit, 
top exit, control heabottom exit, 
right, top exit, top exit, go through 


| cetro: ge anta Reina, top exit, 


right, go through csiling, go 
MONS Going rig, Dortom epi 





tom exit, get tó other end o! room 


and Pao onty He. bottom 


Es bottom exit, down through. 
floor, down thrgugh floor, left, Jett, 
control Heels, bottom exit, lefi, use 


dou Anuts, night, right, go. 
| E age SÓ ceiling, 
gothroughicai ng, right, right, bot- 
telepor, left, tap exit, right, use 





Er 


teleport, jump: tona piel platform, top 
Exit, use teleport, Crown 
Join up, night, use teleport, left, 
saga ad right, noght, use tele- 
night, right, spht up, 
Heeis, top exit, top exit, top 

= right vg se a En 
e top exit, night, night, mi 

aht, control Head, night, nght, 


| ram nght, night, top exit, top exit, 


left, top exit, | doughnuts, bot- 
tom exit, right, night, top exit, right, 
top exit, top exit, top exit, teft, join 
o top exit, top exit, top exit, top 
go through geiling, bottom 


pi don through floor, nah, 


Crown. 
Left, t0p exit, use teleport, use: 
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When you wish upon a star, 
doesn't matter who you are, 
when you wish upon a star the 
| missions come from afar. Eat 


You're-not guarantead to get a 


Sion, and there isn't time to fly to 





td heart out Walt Disney. Fol- | two onwarois it's worth keeping a 
lowing the epic quest for missile handy just in case. 
Starglider tips, here comes 
some help for missions two, LEVEL THREE MISS ON: 
and four from Mick (Profes- | =="EL INREE MISSION: 
já a from Lowestoft Destroy Ergon Command 
: Centre = The Ergons now start 


Guilding bases of their own in the 
shape of a cube surrounded by 
four tômwers. These pump cuthame 
ing missiles as you approach. Best 
| method for their destruction |s to 
ly outata fairspeedandat ground 
level with the lasers constamby 
Hring. Release the missila just as 
you are aboutto hit the base any 
sooner and it may be destroyed by 
Gne of the homing missiles. 


| LEVEL TWO MISSIONS 


UNS: 
0 nd a 


Pick up Super Missile-Thisisan 
enhanced weapon with a much 
longer range than normal missiles, 
One can be carled in addition to 
the two other missiles. | doesn't 
appear to be any more powertul 
than the others. 


| Destroy Ergon Battle Crawler — 
| Thisisa particularhy nasty piace of 
machinery, which resemblas a 
| Mebile green tri-launcher with a 
| tapping' id. Once you set off on 
the mission there's a time limit 
within which vouarsto destroy the 
EBC beforeil dástroys one ol your 
bases. The easiést way to destroy 
one is Eycireling round behind, 
and flying up to it at ground level, 
before hitting it witha missila. 
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LEVEL FOUR MISSION: 


| Destroy Ergon Ammunition 
Dump = This looks like a targe SD 
star set into the ground. Itbehaves 
in roughly the same way as the 
command centres and fires hom- 
ing missiles as you come in. The 
procesdure for destroving this is 
lhe same as that for the E sen 
Command centres, 






missile when vou dock for this mis- 


another base forone, sofromlevel | 


l = E =. e W 
| | a | 
E | PT h " “ad  TALER 
] j 1 





| = / | A | 
Ls É) E Ea 


E, . | | 





You just can't keep those boys down, and who would want to? | 
| love them (to a point... |. The El Suprei of POKEing have 

come up with two amazing routines this month. There's little to 
| addexceptsitback, type them in and enjoy Infinite entertainment 
from the tipsters 


Oh, and Derrick, Richard says that a bitofbombardmentnever 
| hurt anyone! 





















AMAUROTE 
“Infinite lives 


































10 REM STAR RUNNER 


e! age | 
e! 20 REM HAXBY HACKERS jo 
e! 30 REM CRASH JUNE 16 F 
e! 40 LOAD“ "CODE 16384 o 


| 50 LET HAXPOC=2:LET TOT=0 






























“ | - BORDER 0: CLS a 
| PER O: INK 0: 
e; Jo FOR E=22310 TO 23321 1º 
des APOKEFA 
o! 90 LET TOT=TOT+HAXPOC* A - 
hd 100 LET HAXPOC=HAXPOC + | º 
e! Ae pr <=> 11306 THEN PRINT “ERROR e 
le! 120 In DATAS e 
o! 140 RANDOMIZE USAR 23296 o 
8: 450 DATA 205, 86,5, 62 A 


460 140, 193 
6: 160 DATAO,50,140,198 
o! 170 DATA 50, 152, 198, 198, 20 























* 
! 
É 


E 


e A 


An Epic Arcade Adventure that takes you into the rtalms of Fantasy. Guide Noeman 
through untold perils inthe land of GREYFELL on his Quest for the Orb of Life. 


“Greyfell is quite simply the 


“The screens are superbly 
cats whiskers!” 


hd | old pleasing t to the eye 
STARS, [Eq 
= y E MAs A do views Er 3D I've seén' a 
E ro [E SF h Fal ! Ta E | E FE (E mo 


mese Co 


Watch out for two great new releases from STARLIGHT. 
DEATHSCAPE and DOGFIGHT 2187 COMING TO YOL 
on RR sao é] AntaTia: 


CHA 28 case E5,99 -C54128 disk 12.99 AMSTRAD caes 18.99 AMSTRAD disk 214,99 SPECTRUM CO.98 





[1 aee frase % 
AN da dass pe Rad é 


| e ml Ê- 





DEREK BREWSTER'S 


ash soraia 
4 , Sbadotos Of 


E “E Eri / Ê Po É 
's 01625 good adbenturer 


t Bam 


Mappem por? Book Of The Dead | 


Dillage Underimorio Y 
Bunchback (part 1) q tam cula Simagine | 



















Rail 


GREAT 


1964 


DEREK BREWSTER'S 


tCenture 


ADVENTURING 
MOMENTS - 













Back in 1984 CRASH took its first faltering steps along 
the start of The Adventure Trail. That year saw the 
release of many adventures whose lastability might 
surprise those who think all old games are long dead 
and gone (especially arcade players used to short shelf 


life games). Here | point the connoisseur of old (but | 


good) games back to the Summer of '84 where we 
begin our look at the Famous Five. 


FANTASIA DIAMOND 


Hewson Consultants 


“Reviewed way back in June of 


'B4, this illustrated adventure had 
a tremendous amount going for 
it. Independent characters, real 


| time, cursor key option on move- 


ment, weakness as an added 


characteristic to bring realism to 


the concept of fatigue, user- 
friendly vocabulary going beyond 
verb/noun with LOOK AT distin- 
guishable from LOOK INTO, and 
even LOOK ACROSS into adja- 
cent locations to see signs oÍ 
impending danger. All ot these 
served to made this an adventure 
with a difference. 





SNOWBALL 
Level 9 


A classic Level 9 text-onhy game 
with the long, carefully-crafted 
atmospheric location descrip- 
tons and detailed, informative 
examine reports which have since 
become their hallmark. The 


storyline still looks interesting, | 


and the Snowball spacecraft is still 
a wonder to explore. 


THE KET 
TRILOGY 
Incentive 


The Mountains of Ket started it all, 
followed by Temples of Vran with 
altmosphenic location passages, a 
combat routine, along with well- 
rounded, interesting problems. 
The Final Mission, reviewed. in 
November, added neatly boxed- 
in location descriptions, on- 
screen score, a tune on entering 
locations for the first time, and a 
Strong examine command. Inçen- 


tive's text-only threesome still 


looks good. 





THE HOBBIT 
Melbourne House 


This is a most timely recommen- 


| dation as The Hobbit book cel. 
| ebrates its fiftieth birthday. this 
| vear, having been published way 


back in 1937. The eponymous | 
computer game joined the super 
eague lhe moment it was 
released due to its independent 
characters and comely text and 
pictures. lts problems are fascinal- 
ing, which may go some way to 
explaining the fact that it does not 
seem to have aged here in 1987, 


 LORDS OF 
 MIDNIGHT 


Beyond ai 
You're definitely missing out if 


| you haven'tseen this one. Adven- 


ture Trail was one of the first to 
publish a review, but the success 
it went on to achieve was all its 
own work, as it was the first game 
to show what the humble Spec- 
trum could really do giverran orig- 
inal idea. Many considered Mike 
Singleton, the game's author, a 

genus, | 








THE PAWN 


Producer: Rainhird 
Price: E14.95 
Authors: Magnetic Scrolls 


= he Pawn will already be 
ad knownto many, as ithas 
= been doing well on the 
EM larger computers (in- 
“2º  cluding the QL and the 





“Atari ST). However, it looked like 


there was little chance of it filter- 


ing its way down to the smaller . 


home micros. Well, before we've 
even had time to think about The 
Pawn and anticipate it, here it is 
on the 128kK Spectrum, albeit 
without the graphics which have 
so prettily decorated its reviews 
for other Computers. Text-only on 
the 128, The Pawn still provides 
all the entertainment of ils sister 
VErstors. 

Uniess you ve been an adven- 
turing  ostrich, you'll already 
know that The Pawn has received 
many accolades. Opening up the 
typically glossy Rainhird package 
quite a jumble of parts comes 
tumbling out. The largest, most 
glossy booklet is the novela, À 
Tale of Kerovnia by G Sinclair, 


which shows a map of Kerovnia | 
on its back cover and includes a 


cypheric help section towards the 
end. This set of numbers and let- 
ters, when typed into the com- 
puter after the input HINT, às 
digested by the program itself amd 
are regurgitated as plain English 
phrases. As lhe number of letter 
and number combinations are 
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long inorder to answer such ques- 
tions as How Do | Cross the Red 
Line? and How Do | Drop the 
Wristhand?, the instruchons give 
vou two examples to try your 
hand which | can reveal bring up 


“these two comments: “Congratu- 


lations” and “one two, one two, 


testing. Also in the package are 


two smaller booklets, one a gen- 
eral guide to gameplay and the 
other a more specific set of notes 
directed at the 128K Spectrum. 
To complete the pack is a good 


poster enpemina the picture fea- 


tured on the novelia cover. 
“The screen layout, being full of 
text, 15 necessanly restricted inthe 


| ways im can offer diverstons from 


a large sheet of words, but the 


| program has made some attempts 
| to provide interest. The top con- 


tains à band.which hbears the 
name of the current location, 
along with vour score and the 
pe oflocations visited (you'll 





know which is which, as one of 
these fipures increases rather 


| more easily than the other!). 


What's below is light-coloured, 
superbhy Pedestre land readable 
text against a dark background. 


Cleverly, the program allows the | 


intensity of the text colour to be 
raised or lowered by just pressing 
the GRAPH key, so vou can keep 
the text readable as light condi- 
tions falling upon the screen vary 
(perhaps midday to midnight with 
a game as involved as this!). The 


| GRAPH key is listed, along with 


some others which greathy assist 
editing your input ida play. 
Apart ftom the usual delete one 
character to the left key (DELETE) 
vou can also employ the left and 
right arrows to move through the 


| text, the up and down arrows to 


jump one word left or cght 
through the text, or delete one 
word to either left or right with 
TRUE VIDEO and INV VIDEO, 


| Were this not enough, EDIT pults 


down your last entry after the pro- 
ram e acknowledged it and 
ound it wanling. These features, 
along with the 42 character lines 
teiving an almost word processor 
neatness to the display) and the 
up to two-and-a-half line input 


lengths, give the game a feel far | 
- THE SCHOOL BAG EXCEPT THE 


removed from the old Spectrum 
fonts and faces. 

The storyline and gameplay are 
truly enthralling, although you 


might take its boast of accepting | 


everyihing vou input hghtly, as on 
many occastons the parser seems 
to ignore the second logical part 
of a lóng construction. 

The story concerns a King Erik 





whose popularity has slid in the 
ls due to his condoning the 
anishment of the Roobikvoub 
dwarfs. The puzzle of the 
Roobikyoub lies in their supposed 
assassination of Queen Jendah ll 
and their vital economic impor- 
tance as they produced lhe 
smoothest, strongestmaltwhisky. | 
Now the economy às. literalhy 
depressed, with the gap in the 
drinks market filled by the Farth- 
ington Real Ale Company and the 
spring  water-botiling  Romni 
nomes, interest groups who 
ave no desire to see Roobikyoub 
in any new alignment (groan!). 
But people still hanker for the old 
whisky, 

Play is fully explained in the 
booklet in a fashion which 
indeed, as the programmers 
hoped, goes a long way to entic- 
ing new adventurers to the game | 
while still retaining the respect of 
old hands. The number of vari- 
ations tó achieve even a simple 
task are greal as in LEAVE SHOP, 
where you can enter just that or: 
GO SOUTH, 5. GOS, OUT, O, 
EXIT, EXIT SHOP, or EXIT 
SOUTH. Similarky, the rather 


| more complicated area of picking 


e items in a crowded location 
allows lhe likes of GET ALL FROM 


ERASER or GET ALL EXCEPT THE 
CASES BUT NOT THE VIOLIN | 
CASE which if vou follow the 
logic, actually means you will get 
the violin case along with all the 
objects except the olher cases! 
More impressive still, the instruc- 
tions weigh in with KILL THE 
MAN. EATINO SHREW WITH : 





THE CONTENTS OF THEMIOLIN 
CASE (a sentence which às even 
ambiguous inplain English!) and 
REMOVE THE SHREW'S TAIL, an 
example of possessive construc- 
ton | cant remember seeing 
before in an adventure (SYMB 
SHIFT and 7 brings up the raised 
apostrophe). AND, THEN, punc- 
tuation and |T are catered for as 
| well but rounding off the vocabu- 
| ary with another impressive fea- 
| ture is the intelligent way the prog- 
| ram deals with input as when it 
asks à queston to clarify the 
players aims. For example, when 
dropping à hatthe program might 
wonder which one should you be 
carrving bro, Many programs 
nguire Much hat?” or “Which 
one?” butthis program notonhy is 
more specific with the query (say, 
Which hat, the small hat or the 
spotted hat”) but also allows the 
player to just quickly type in 
which hat without the need to 
repeat the initial input. Friendly 
| indeed, mighty friendly. 





MORDOR 


Producer: Melbourne 
House 

Price: É7.95 

| Author: Beam Software 


me ho biggest sofiware 
EMP | releases in adventure 
= gaming are those based 
= on the works of JRR Tol- 
kien, for their source 
material is derived from the greal- 
est set of fantasy books ever writ 
ten, 

The Hobbit told the story of 
Bilbo Baggins and how he was 
unwittingly thrown into the world 
cf darkness and danger far from 
| the cosy tunnel he had knowndn 
Hobbiton. Bilbo eventual 
began to enjoy his exotic 
sojourns, along with the treasures 
and skills he had amassed, and 
this enthusiasm for adventure, 


peculiar among húme-loving 
Hobbits, transferred itself to his 
voung and | impressionable 


cousin, Frodo. The Lord of the 
Ringstrilogy ol books tells Frodo's 
story, and'this game being the sec- 
ond computer instalment, it fol- 

| lows the theme of the second 
book, The Two Towers, 

The computer game is titled 
Shadows of Mordor which praba- 
biy reflects the adventures desire 
not to be thought a rerun of the 
book, but a game more loosely 
based on that work and only 
keeping to the essential atmos- 

| phere of Middle Earth. They take 
another chance to distance them- 
selves from the awe-inspiring and 
entical task of transposing Tol- 
| kien's masterprece to the micro- 


SHADOWS OF 


Geting quite a way into the 
adventure there are some areas 
which suggest some largess on the 
part of the instructions. | have 
already mentioned the occasional 
relapse by the program when it 
chooses to ignore the second part 
of à complex sentence, The 
examine command (where, like 
most words, EXAMINE must be 
spelled out fully, along with long 
words such as floorboards) can 
be helpful, as in EXAMINE 
GRAVEL, The gravel is small 
pieces of black stone", cam miss 
entirely as with 'What black 
stones”, or give a reply which 
may or may not be comical, 'The 
arms are quite long for the time of 
vear. Es worth noting here thai 


| EXAMINE and LOOK IN are sub 


ty different commands, bringing 
about fundamental changes in 
vour fortunes should you learn 


how to use them properly. On | 


another occasion vou are told 
how vou cannol see a tree when 
vou are in a forest while, despite 





computer in the style of the 
instructions, which have taken on 
a whimsical and self-deprecatory 
air. Have a look at this line from 
the introduction: “The Shadows 
of Mordor is a brilhant piece ol 
fantasy software thanks to the re- 
working of many of the game's 
systems by a highly trained team 
ofidiots”. 

l the intention is to show the 





the instructions boasting many 
weird and wonderful adjectve 
recognitions, the program does 
not comprehend LOOSE in the 
command  EXAMINE LOOSE 
FLOORBOARD. Let's stay with 
this one to lead me into one or 


two misgivings | have with lhe 


plot. EXAMINE FLOORBOARD 
replies large and very solid” vet 
levering the board with the hoe 
achieves nothing but doing some- 
thing a lot simpler gets the result. 


| However, more worrying interms 


of a credible plot is the pouch 
which doesn't seem to exist until 
you have fetched the guru his 
water, an acttotally unconcerned 
with the appearance of the 
pouch. Such inconsistencies pull 
the plotinto an ever tightening feel 
of limearity. 

The Pawn is a major addition to 
the Spectrum game player's 
library of fine games. As an 
adventure it is a most traditional 
fantasy affair with fewer unusual 
additions than vou might expect, 


mr mad o aiii dos 





reader that this adventure is, after 
all, only a game, they can rest 
assured this stvle certaimby lowers 
Expectalions. 


Although there are instances of 


idiocy to be found, let's not dwell 











making little effort to probe new 
problems or find original solu- 
tons. No-onê could be blamed 
for looking enviously at the super- 
lative pictures seen on the Atari ST 
verston (as on the box) but this 
text-only Spectrum game is still a 
fascinating trip into the imágina- 
Hon where al avid adventures, 
fresh-laced or wizened, long to 
dwell, 


Difficulty: not difficul: 


| Graphics: none 


Presentation: neat character set, 


| adjustable text intensity 


Input facility: complex sentences 
Response: fast 

General rating: really cengagine, 
complex adventuring 


Atmosphere 5% 
Vocabulary 0% 
Logic 87% 
Addictive quality 92% 
Overall 0% 











here and instead consider the 
many fine aspects to this great 


| pame, 


Gameplay is similar to Lord of 
the Rings Part One, perhaps too 
similar for lhose who weren't 
altogether struck by that prog- 
ram's performance. The prog- 
ramming team saw dn that first 
game advantages in offering com» 
lex character interaction and 
vocabulary handling. Here the 


| characters again are marvellousby 
| independent with their own per- 


somalis, strengths and 
alegiances. These characteristics 
may well influence the kind of 
response you achieve when con- 
versing with your collgagues and 
acquaintances using the impor- 
tant SAY TO (GANDALF) con 
struction. The two examples 
Eiven go some way to indicating 
the possibilites ofinteracting with 
the chief players in the plot; SAY 
TO) SAM “KILL THE ORC WITH 
THE. SWORD" and SAY TO 
SMEAGOL “TAKE THE GOLD 
FROM THE ORC" (Smeagol is a 


CRASH June 1987 59 





Ee 


* Se 





DEREK BREWSTER'S 


creature, who like Thorin in The 
Hobbit, seems to be the total 




















































sam, vou can chogseto have him 
controlled automatically by the 
computer, in which case he can 
be asked to. perform specific 
actions by way of the SAY TO 
SAM construction. Altermatively 
vou can take a more active role by 
BECOME ing SAM. (note the ul 
| stop), which may be of more use 
| when the Hobbits go their sepa- 
| rate ways. As with LOR Part One, 
vou musttake up this optionat the 
very start of the game, but unlike 
that fivst adventure, there appears 
to be only the two Hobbits availa- 
ble for this scheme, as opposed to 
the four (Merry and Pippin were 
lhe others) in the first game. This 
necessary changes the look of 
the adventure with the lavers of 
pages effect gone, leaving just a 
band across the top beating either 
the name of Sam or Frodo (the 
default character). 

Vocabulary handling has 
always been a strong point to the 
big Melbourne House games. 
Here there's an 800-word vocab- 
ulary ob Inglish, the English subset 
first seen in The Hobbit. Adjec- 
tives and prepositions are deal 
with as efficiently as the verbs and 
nouns which form the basis of all 


| cation. Punctuation and the word 

AND can allow many instructions 
j to be strung together, and this 
game boasts the opportunity for 


Wi À À Fr ) 
a a A 


imbecile, forever sneaking of and | 
returning from the bushes). With 


| mainstream adventure commun | 





the player to give à character a 
string of commands to act upon 
immediately. ALL allows an 
achon to affect everyone, includ- 
ing your own character, so KILL 
ALL should be tempered with 
BUT FRODO unless things are 
going particularty badly! 

Due to the complexity of the 


vocabulary your input may have | 


to become quite specific in order 
to achieve the desired result. In a 
game which seems to have some- 
thing for roling stones you must 
specify which direction you wish 
to roll it, otherwise the program 





assumes north. In another case 
the program selects a small sword 
for a task for which it is most 
unsuited given no alternalive 
specific instructions by the player 
orewhich item to employ. 

Beam Software have again pen- 
ned this game, and it has gotto be 
said that the face this adventure 
presents to the player isn't that 
tidy. When you consider the 
lengths even small software con- 
cerns are going to in order to 
improve colouring and readabil- 
ity of the screen, Beam might be 
said to be a little Luddite in their 
atitudes. Thankfully, the classic 
rounded, compact print famous 
trom The Hobbitis retained (prob- 
ably the prettiest character sei 
ever to grace the Spectrum 
screen) and your input is tidily 
tucked away at the bottom in dis- 
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linciive capitais, but above |5 a | 
stark whiteness punctuated by an | 
untidily-scrolling list of happen- 
ings. Technically, the game is very 
som, with pregnant pauses 
imposed after just about every 
decision. And on the bug front, 
he extremely colouriul graphics 
on the 128K (at least on the copy 
| was sent) are too fast even tó 
form subliminal images. They're 
on and off in a literal flash, 

The two major concerms: (or 
shocks) from Part One are still 
here. The strange non-loading 
appearance to the loading 


sequence is retained, as is the 


need to repeatedly save, because 


| à EMNT or a death requires the 
| whole program to be loaded in 


again, not something one relishes 
with a 128K program, ltmightbe | 
worth mentioning here that the 
48k verston does not have 
sufticient memory to support 
graphics. 

Shadows of Mordor looks a 
very interesting game. The test of 
any game is how easily it enter- 
tains and Ive got to say | really 
reviewing this Mel. 
bourne House classic. 


Difficulty: no pushover 
Graphics: altractive 
Presentation: average 
Inputfacility: complex sentences 
Response: slow 

General rating: a big game 


Atmosphere 94 % 
Vocabulary 90% 
Logic 41% 
| Addictive quality 95% 


Overall 93% 







































Producer: Tartan 
Price: E2.95 
| Author: Tartan 


sas: here's something about 
Re lhe names of these two 
fe == programs, sotd by mail 
qe [order on one cassette, 
ss which suggests a certain 
| familiarity even before you load 
up: To borrow a 
Pythonism, they're good 'woody' 
words in the sphere of adventure 
game names. As it turns out, À 
isn't just the names that have a 
familiar ring to them — the prog- 
rams have à look similar to Sub 
sunk, or Seabase Delta, or both! 

Given the success of those pro- 
grams, and the ever-popularity of 
the themes of shipwreck and eerie 
castles, | could quite go along 
with those who think these prog- 
rams are rather good. The 
graphics, as ever, are simple, but 
they aren'tso crude as to be irritat- 
ing (in fact they are very similar in 
|style to Seabase Delta). The 
character set is distinctive and 
chunky and rates very highly on 
the readability scale. The beep 
which accompanies ENTER is 
also particularly reminiscent of 
Seahase Delta. 

The story sets you up on the 
| ship (you're taking a well-carned 
holiday) and dumps you of on an 
island (there is a fire down below 
and vou are forced to abandon 
ship). Wandering around the ship 
is much as air: expect, with the 
porton your left and the sherry on 
vour right, and all things ship- 
shape and nautical, There's a cer- 
tan symmetry to this shipshaped- 
ness, with parallel decks lb 






by distractions such as a shop, 
writing room, cardroom, bar and 
bathing pool, A lifeboat and 
lifebelts are an early insight into 
vour predicament, but for mow 
vou concern yourself with getting 
past the steward who bars the way 


he bridge (for which you need a 
permit), and how tó buy things in 
the shop and elsewhere when 
our character doesn't seem to 
ave any spending money. 
One aspect of this game which 
worries me a little is its insistence 


tain problems. Most especially in 
lhe tightspots, Hhink the program 
“could have allowed a greater 
number of word options without 
which many of the problems are 
going to have people really 
stumped. Anyway, on to the flip 
side to see ifit is as much fun. 

As with Shipwreck, Castle Eerie 
puts up the instructions on screen 
first, with a timely stren to warn 
vou to stop the tape. Inthis game 
“vou play Charkie jones, an extra- 
special agent working for a secret 


Monty | 


the length of the vessel separated | 


| to the lounge, gaining access to | 


on rather specific solutions to cer | 


| government department dealing | 
with unsolved mysteries. You are | 


certified, to carry à gun that is, 


| and your assignment has you 


travelling to investigate a mysteri- 
ous castle on the north Scottish 
coast. The castle should have 
been empty ever since lhe owner 
died inamnodd manner some years 


| ago, but dimby-lit figures have 
“been seen at the windows at | 
night, and strange sounds have 


been heard coming from the cas- 
te. Any who have been foolish 
enough to investigate in the past 


this mystery, 





Following a rather good load- 
ing screen, you begin with a 
torch, a gun, but only one bullet 


as you have absent-mindedly left | 
vour ammunition behind. The | 


openina picture has some atmos- 
phere about it, showing the gate- 


way to the castle with the shading | 


used to enforce the image of light 
thrown from one side, Trying to 
enter lhe castle reveals the obvi- 


ous (The door's closed!'), so the | 


onhy direction left open to you is 
westto a rather broken-down hut. 
This then leads onto quite a 
number of locations which have 
one or two items apiece, once 
again very similar to Shipwreck. 
Some items are immediately 
accessible, while others cant 
even be examined. 

Once setled into the run of 
things you discover some nice 
touches. Picking up the ladder, 
vou quite rightly find out you can't 
just cartiteverywhere, whilston a 


more frvolous theme, flashing | 


lights and creaking door sounds 
keep the senses amused. Às with 
Shipwreck, there are times when 
the vocabulary needs to be very 
specific, but given that the solu- 


have never returned, so it is with | 
some trepidation that you try to | 
| round up those responsible for 


The taps always drip In Castie Eerie... 





SHIPWRECK/CASTLE EERIE 




























tions, once found, are logical, this 
isn'tsuch a damning erniticism. 
Shipwreck and Castle Eenie are 
rather entertaining adventures, 
They look smart and have engag- 
ing themes. | particularly liked 
Castle Eerie, whose problems are 
especially fun to solve. Programs 
for both amateur and wizened 
adventurers alike. Tartan 


Software can be contacted at 61 | 


Bailf Norif Crescent, Montrose, 
Angus DDTO 9DT. 


Difficulty: no brick walls, but the 
vocabulary can be exacting 
Graphics: vary, but some aren' 
too bad at all 

Presentation: very attractive, 
clean cut look 

Input facility: verb/noun 
Response: Quill (very fast), 
graphics slower 

General rating: good 


Atmosphere 79% 
Vocabulary 71% 
Logic 889% 
Addictive quality 87% 
Overall 82% 


NOW 


| domly-inspired message pops up 
now and again which states, | 





DON'T 
PANIC — 
PANIC 






Producer: Dented Designs 
Price: £3.99 

Authors: A Sanders, H 
Church, M Eacrett 






am omewhere in the back- 
Mr a waters of space lies a 
mr a! blue-green planetwhose 
É | inhabitants are so era 
i * primitive that they still 
think the C5 is a pretty neat 
idea... Sostartsa game whose 
humorous inspiration becomes 
quite clear when names such as 
Artur Bent and Ford Escort roam 
around a Vulgar belching star 
Cruiser with the aid of a Burble 
tish hearing device. Consider 
further the programming teams 
name, a reworking of Denton | 
Designs, and you have whatlooks 
like, and indeed (5, a salite in the 
mould of Fergus McNeil (cited 
here as one Fungus MecNaill). The 
point 15 that Fergus MocNeil's 
satires deal with Tolkien and other 
“straight” fantasy works, whereas 
Dented attempt to satirse an 
already deeply whimsical set of 
books (Douglas Adams” Hitch- 
iker's Guides). You can't help 
wondering how much of this 
softwares charm hes in its simply 
purloining the best parts of the 
Hitchiker's Series, and how much 
on the new extra dash of humour 
spread on top. 
Artur Bent's day starts muchas 
you'd expect — nursing a hang- 
over in bed, surrounded by 
counttess empty bottles. The pic- 
ture showing him snoozing in his 
bedroom às slowly drawn, but as 
with many in the three parts which 
make up this adventure, has a cer- 
tain cartoonike charm which in 
some way matches its overridin 
simplicity, You can collect up a 
the botitles and examine them (the 
bottles had previously held dou- 
ble-strength Scotch Whiskey), this 
ability to examine things being 
rather rare in the adventure as a 
whole. The bathroom is found to 
be in a bitoí a mess, but the ever- 
useful toilet roll is here, A ran- 


LP e TE 


'Contrary to popular belief, the 
Truck Driver's Guide to the Uni- 
verse says that the toilet roll is the 
most precious and important item 
any person or being could possi- 
bly possess” and so it seems the 
right thing to pick the roll up forth- 
with. Other humorous asides 
refer to a certain Marillion fan 
(ves, that Fungus again), the 
planet with “Nice Big Macs" (The 
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Earth, stupid), and the factthatthe 
| Truck Driver's Guide makes no 
mention of the VIC 20 what 
soLver. 

Don't Panicis no mean attempt 
at bringing the travailsof Ford Pre- 








Producer: Wrightchoice 
Software 
Price: £6.95 

Author: À ] Wright 


e his  Quilled. Patched 

g and Illustrated program 
RE Rem vas sent to me some 
E Mai time ago. It's the first part 
“Co fa trilogy of adventures 
which give the successful adven- 
turer a chançe to collect £500 
rom the software house should 
he or she complete all three 
releases. This game consists of 
| Iwo quite distinct parts (and is so 
old that parts three and four 
should be ready about now). Pari 


Producer: Compass 
Price: E2,50 
Author: jon Lemmon 


Re h ves, good old Com- 
Mo Ed | pos soltware. Ave last 

Parra: Dumped into Compass 
[ES in December '86 with a 
cc game called Demon 
trom the Darkside: Well, don'tbe 
tooled by lhe title, even officially, 
this i5 that game — Part Two. Like 
ts predecessor, this makes full use 
of every utility under the sun, 
including lhe precursor to PAW 
the Press texl compressor addi- 
Hon te the Quill suite of aids. Any 
| regular reader will know that |'m 






| how small, and here we have a 
simple deviation from the norm, 
where exit directions from a loca- 
bon are marked by little arrows. 
simple enough, and not 
altogether casily followed, but I'm 
a sucker fór novelty and vou do 
get used to the things after a short 
while, 

Looking back to Part One in 
December, there was Morrack 
[your character), the apprentice 
to the wizard Ashmeard, he being 
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| sive questioning of captured deal 


THE GOLDEN MASK 


à sucker for innovation, no matter | 





tect and Co to the microcomputer 
screen. tis a Quilled and ds- 
trated! affair with slowly shaded 
drawings, the odd typing error, 
and the odd query against its 


structure (as at the bridge where 


OPERATION STALLION 


One sees you finding your way to 
the briefing room to meet your 
boss C]. On your way you collect 
some items by searching around 
your office and, if you can avoid 
the two (rather obvious) sudden 
deaths, arrive atthe briefing room 
to coltect the equipment for your 
mission. But this is jumping the 
gun. Let's see who vou are and 
learn about your mission. 

For the last six months Britain 
has been swamped with drugs. 
Large quantities of high quali 
heroin have made their way into 
the country, and it was all the 
Drugs Squad Officers could do to 
prevent the system collapsing. 
One lead emerged during inten- 


the brave chap who banished 
Drakon to the cave of |llindel 


whilst at the same time relieving | 


him of the Golden Mask. H was 
your task to add insult to injury 


| and lighten the bad guy's load 


even further by snatching the Fal- 
con Staff from him. Well, did you 
do H? so, this is how the story 
now stands... 

Having defeated Drakon and 
travelled back up the secret path 


| ofhell, Morrack once more stood 
in the lands of Dral. As he looked | 


up atthe bright sky, Wise the ow! 
flew down tó him. They talked for 
hours and it soon became appar- 
ent that Drakon had not died — 
nor for that matter had Stodge the 
dwar, Now lhere was à new 
danger, Ashmeard the wizard 


| was dead and with him died the 


knowledge of where the Golden 
Mask had been hidden. If Drakon 
found the mask before Morrack, 
he could once again summon 
great armies of demons and with 
Ashmeard dead, no-one could 
stop the evil which would devour 
Ural and all of its inhabitants. 
Your quest this time isto find the 
Golden Mask while avoiding Dra- 
kon's demon forces, 





you are told-of a north-south path 
but not the east exit which sees 
progress), What lhe game does 


| possess is oodles of character, 


good use of colour to enliven the 
text, and lines that are so ridicul- 
ous they tickle the chuckletums 
“CH you want to succeed, then 


| supercede your old seeds with 
Sur new Superseeds. Sow some | 


soon — seen in the garden 
| centre). Certainly worth the few 
Acturan Mega-Credits for this 
long three-parter, Don't Panic ix 
available mail order from Dented 
Designs, 11 The Hill, Portstewart, 
Co. Londonderry BT55 FAT. 


ers = a Mr Big who went by the 
name of Stallion. A stroke of luck 
then led the team to a crashed 
lorry which was found ta have the 
same type ofheroin as their earlier 
hauls hidden within its tyres. A 
company named Grand Union 
Supplies were transporting. a 
cargo of machinery parts to Istan- 
bul with the lorry, and would 
seem to have returned from thai 
city with the heroin aboard, 
Enquiries into the background of 
this company revealed it was run 
by one Chow King Kwok, whose 
record showed a history of drups- 
related offences. The teams 
“head, Detective Superintendent 
Chambers, felt that they were on 


to something and that Kwok might 





Visually, this game is good- 
looking with à demon's mask 
prettving the text border lor 


should that be vBiving?), detailed | 


pictures — even if they do display 
a somewhat eccentric choice of 
graphic styles — and a character 
set which is “olde worlde” yet still 
atiractive and clearly readable. À 
good choice of colours keeps 


| things bright, and more decora- 


ton accompanites the items in the 
Inventory list, this time small 
token graphics, 

Getting involved in the game 
reveais a very playable adventure 
where your character gets carried 
along in the smoothly flowing 
action, You might say the game is 
not too difficult in the sense that 
everything meshes together easily 
in a short space of time, but 
further into the plotyou might find 
the limiting nature of'the vocabu- 
lary slowing you up (as at the 
boat). The vocabulary on the 


whole isn'tbad though, with both 


L and R bringing about a Rede- 
scribe. Examining things is best 
done once you've picked an 
object up, otherwise vou meet an 





| Eve 





Difficulty: tricky in places, tackv 
inothers 

Graphics: simple with a certain 
cartoon flavour 

Presentation: good: readable sci- 
licharacter sel 

Input facility: verb/noun 
Response: Quill 

General rating: longer than a 
toilet roll and just as soft 


Atmosphere 69% | 
Vocabulary 71% 
Logic 78% 
Addictive quality 73% 
Overall 71% 







be the Stallion. 
Catching Kwolk at his sinister | 


game proved far from easy how- 
ever, as the criminal always 
seemed to keep one step ahead of 


the team. Then an agent following | 


kwok discovered the existence of 
a mole supplying him with their 
every move, butthe agent was kil- 
led before he could reveal the 
mole's identity. lt was now that 
kwok's case became a matter of 
Breal urgency and lhe Prime 
Minister was informed, 

During times of peace you are 


John Blake a reliable adminis 
trator in the records department. | 


Only two people know other 
wise: Charles Jenson (Cl) your 
boss, and the Prime Minister, 
Tour alter ego às The Fixer, a 
member of a small crack-division, 


working in areas outside the juris- | 


diction of the law. The work vou 


unpreposessing reply, Exceptions 
are large objects like the boat 
which can be examined when first 
met. Apart ffom the crucifix 
iwhere EXAM CROSS delivers the 


goods with no allowance for | 


EXAM CRUCIFIX) examine 
always seems to gel a response, 
even if it's just the “who are vou 
looking at! from Wise the ow! in 


| the first few frames. He also says 


Morrack, time is short, Stodge 
told me to meet you here and to 
tell you lhat Drakon has sent five 
demons to seal off the mountains 
oi the moon. Travel east and you 
may be able to cut them off. Not 
hing is completely clear in 
all of this, but at least the ow! tells 
you which way to go. 

Golden Mask is a very compe- 
tent adventure. The game has 85 


| locations, 25 of which display . 


pictures, and has over 160 mes. 
sages. It makes good use of spot 
effects, with lights and noise when 


moving certain items and falling | 








Wald 


| 












Ma 





| goes via the picture again — quite 


| inyour office. Itis rather an untidy 


perform is too important to be left 
to human foibles and for this 
reason a small explosive device 
has been implanted in your brain 
to ensure your continued loyality, 
The adventure begins with a 
view of your office. The picture 
here isn't too bad but it is slowly 
drawn and even more slowly 
shaded, and it's rather untidily 


screen. The graphical quality 
becomes rather academic under 
Hhese conditions. | make some 
fuss over the slow drawing for 
good reason: as the descriptions 
are long they tend to scroll offwith 
your input and R for Redescribe 


a wait | can tell you, The view for 
the office picture, like some ofthe 
other room representations, Is 
from lhe top side of one of the 
walls, a perspeciive which seems 
to work just fine. 

The location descnptions do 
manage to create some aimos- 
phere in their length, Justcop your 
eves on this one, You're standing 


affair. You can see a sturdy desk 
with two drawers, one of which is 
shghily open, a telephone sits on 
top of the desk amidst a sea of 
papers and manila files, A filing 
cabinet stands in one comer. 
There are also two uncomiorta- 
ble-looking chairs, and a laden 
bookshelf. A picture and several 
charts hang on the walls: On your 
right is a window whilst the door 
is south, You are also aware of 
à book.' Up until the phone rings 


scrolled about two thirds off the | 





(it rings. six times!) summoning 
vou to the brefing toom to meet 
Cl, things are quite straightor- 
ward, with the GET ALL com- 
mand, * umusual in this type of 
adventure, proving most valu- 
able, 

Examining the bookshelf gives 
the same report às examining the 
book, a remark which seems odd 
untess:a red herrine is a tropical 
fish (It's a book on tropical fish, a 
whole chapter is devoted to red 
herrings'). Once lhe boss has 
summoned vou the program 
seems to clam up, not allowirg 
vou to do anything, although you 


are now allowed to leave your | 


office, something denied you pre- 
viously on the pretext that it was 
not your tea break. Exiting south 





to voursecretary's office and wesl 
through an oak door brings you to 
corridors of typing pools. 

Part Two is begun by saving the 
objects C] has olíered you at the 
end of Part One. The numbers of 
the equipment on offer are found 
by consulting the catalogue and | 
think you'll find six objects are 
vour limit. In Part Two you have 
traced Kwok to his new opera- 
Honal base at his braolher's man- 
son in Scotland-A further compli- 
cation is now brought in as this 
brother 15 a member of the 
Chinese Consulate and as such 
enjoys the privilege of diplomatic 
immunity. À raid by the police is 
therefore out of the question. This 
is clearly your job, and the PMs 
instrucHons are to obtain the evi- 


dence to implicate Kwok, gel him 
to divulge the name of the double 
agent who has infilicated your 
ranks, and finally, terminate Stall- 
jon, By the time you reach Seot- 
land only 17 of your 24 hours 
remain, and each move tinclud- 
ing Redescribe) costs you six 
minutes. lfthe bullshoula kill you 
early on, lhe saved game from 
Part One must be loaded again, 
so lake care. 

Operation «Stalion is a very 
worthy attempt to- bring the 
excitement of a thriller to the 
adventure scene. | particularky 
liked the long and tascinaling 
storvline to draw the player into 
the plot, There are one or two 
spelling mistakes (many centred 
around “ie” order in words) but 
overall, a fine game, 


Difficulty: first part seems simple 
enough 

Graphics: some are quite detailed 
though all are based on square 
shapes, eg doors, corridors and 
stairs 

Presentation: average, to say the 
least 

Input facility: verb/noun 
Response: last, bul very stow 
graphics 

General rating: interesting 


Atmosphere 77 
Vocabulary 789% 
Logic 75% 
Addictive quality 72% 
Overall 73% 





bol? 
Vl 


E 
Ê 


VA 


VA dá 


RR RI 


down holes. The game looks 
good and plays welland you can't 
ask for more than that. Compass 
live at 36 Globe Place, Norwich 
NR2 250. 


Difficulty: not difficult 

Graphics: sometimes simple, 
other times detailed with unusual 
shading 

Presentation: good use of colours 
Input facility: verb/noun 
Response: fast Quill 

General rating: good, easypoing 


varm 
Atmosphere 81% 
| Vocabulary 73% 
Logic 2% 
Addictive quality 7 4% 
Overall 7 4% 
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HFroducer: The Essential 
Myth 

Price; E3.95 

Authors: M Davies, A Dean, 
L Hodgson 


= ith a name as good as 
WMM The Essential Myth, this 
E io sOftware house can't be 
RA? bad. Although they're a 

“ mail-order only outfit, | 
was Impressed by the way in 
which the game was submitted 





This game's theme has real 


with all the details a reviewer | E 
| might need. | 


topical appeal for me, as I've just | 8 


à returned from a trip to the British 


where | wandered 
about for some time wondering 
where Tutenkhamen had got to 
(but too afraid to ask lest they 


| think me just a top twenty manl. 


Based upon the mythology of 


| ancient Egypt, it makes several 
| references: to characters which 


actually exist in the tome of eter- 
nal knowledge, better known as 
the Collins English Dictionary (a 
cross between à dictionary andan 
encyclopedia). 

lt is here we find terse descrip- 
tons of the strange names that 
inhabit the Book of the Dead. 
Take Osiris, who was the ruler of 
the word and judge of the dead, 
and this Horus chappie, who was 
the solar god who quite liked tó 
be seen with his ornate falcon's 
head. Throw in an bis, which isa 


| wading bird found in warm rEp- 


ions, a Mangonel, which is a rock- 
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throwing catapult conttaption (al- 
though the picture does give a 
good clue here), and you shoula 
be armed wilh most of the ter- 
minology to see you well into the 
plot. 

Your character is Kteth, a fal- 


“con-headed Egyptian godlet (al- 


beit a rather minor one). Life 
among the gods has been blissful, 
but alter aeons of peace disaster 
strikes. Your divine father, the 
great god Set, foully murders the 


Chief of All Gods, Osiris, in the | 


hope of usurping his coveted pos- 
ton. His ambition is not to be 
realised though, as the whole 
pantheon of deities ted by Osiris' 
rage-maddened son, Horus, rises 
against Sel and Ihrows him from 
the Other World to the World of 
Men. 

lt looks as though you'llbe bom 
banished from Paradise, but there 





is hope— some gods see no reason 


| why you should be held account- 


able for the acts Of vour 
headstrong father, and offer their 
help to see you to the Other 
World. In this way the adventure 
presents vou with a most unusual 
task — to reach the gods vou must 
die, and in a nutshell this is what 
vou must achieve to complete the 
adventure. 

You begin your task trapped 
within the gooey albumen of an 
egg, and it won't take long before 
vou have a cracking idea as to 

ow to proceed. Mapping is 
almost a complete waste of time, 
as everything seems to lead to just 
about everything else. The game's 
appearance is particularly good. 
It's colourtul, and although the 
mock-Esyptian character set 
makes for difficult reading, it adds 


| to the already exotic atmosphere. 








A solid beep soundsas entries are 


typed, and both text and graphics 


| appear promptly. The old GAC 
| irritant whereby the last localion's 


end tops a new description is still 
here, but the neat little hand 
pointing to the last input helps to 
break vp the text, 

Appearance is all very well, but 


E | what of the substance? Well, | 


found the game really entertain- 
ing. The problems are interesting 
and their solution a challenge — as 
cach is solved you ger that little 


self-satisfied glow which is the | 


mark of a good adventure; Most 
of all [liked the intriguing way in 
which lhe characters are slowly 
introduced, keeping the player 
absorbed and creating a feeling 
thal there's more good stuff round 
the comer. 

Book of the Dead is The Essen- 


tial Myth's first release, tis a two- | 


part game, written using Incen- 


tive's Graphic Adventure Creator, | 


the utility of the moment. The 
programming team learned so 
much during the game's forma- 
tion that they plan to release GAC 
programmin aids shortly, 
perhaps under the name GAC- 
PAC 


Book of the Dead is a fine 
adventure in just about every 
department. The theme, presen- 
tation and plot are all of a very 
high standard, and | thoroughly 
enjoyed it. The mail order address 
for The Essential Myth is 54 
Church Street, Tewkesbury, Clos 
OL20 5RZ: 


Difficulty: the friendly vocabu- 
lary ensures progress 

Graphics: colourful 
Presentation: good 

Input facility: verb/noun with IT 
and THEM 


| Response: good 


General rating: very good 


Atmosphere 

Vocabulary 86% | 
Logic 79% 
Addictive quality 39% 
Overall 88% 





89% | 








INHERITANCE 


Producer: Infogrames 
Price: E9.95 
Author: Gilles Blancon 


as his is another Infogtames 
mad product, this time com- 
Te posed of three parts. Às 
E Rs! with all these games, the 
“CE lack ofinstruction is seen 
as an integral part of lhe chal- 
lenge, To progress it's best just to 
start pressing keys and learn from 
what happens. 
Here's some of the everyday 
story of how our chap, down on 
his luck, is whisked off to Las 
Vegas to eam bags loads of 


money. The buildings were 
mosthy dilapidated, and suc- 
ceeded each other with 


monotonous regularity. In hissor- 
did room on the 17th floor in one 
such squalid building, Peter lay 
dejectedly on his bed. Debits were 
mounting up and there was not 
even a glimmer of hope on the 
horizon. He hardly dared move 
outside his room for fear of meet- 
ing one of his creditors. With no 
rent paid for several months the 
landlady was on the verge of 
throwing him out. Then a letter 


atrived with an airline ticket to Las 
Vegas, £200, and a note explain- 
img the death of his aunt, and how 
he was thesole heir to her fortune, 
just one problem — he has to 
repeat her achievement of win 
ning a million dollars in one night 
in Las Vegas. 

Part One has a very familiar 
look to it where the object is Ló 
move a cursor round a screen and 
find items of varving interest. In 
this case you must pack a bag full 
of goodies to distribute to the vari- 
ous creditors who prevent you 
leaving the building for the air 
port. Civing-up to each character 
what vou have borrowed placates 
them long enough to make good 
vour escape. There are some nice 
touches here with one set of keys 
on the keyboard packing and 
uinpacking your bag and separat- 
ing and sorting the various objects 


“vou meet. Movement via doors |s 


achieved by placing the roaming 
cursor onto a door handle, while 
placing it on the doorbell in some 
cases sees a chap opening his 
door. lf this part 15 going well it 
shouldn't be too long before you 
seg the taxi, thatis ifyou don't run 





out of lime, an occurrence of 
which vou will be made: fully 
aware as you will end up Duried, 
dead and pone, 

Part Two has you at the airport 
where vou must get your pass 
port, and sees you becoming 
involved with a hijacker, before 
leaving and looking for a bus to 
Vegas. Part Three is pure gambl- 
INE. 

Inheritance 15 a typically good- 
looking Infogrames game, con- 
sisting of three parts which are 


Infogrames hallmark. 


causes some difficulty 
Graphics: very good 
Presentation: neal 


tences 
Response: okay 


Infograme game 


played in order, with a code trans- 
ferred between each. | don't qr 
know df | was that much impre- a pd À 

ssed, and remain puzzled at the LOBIC 
lack of lucid instructions, even for | Addictive quality 
a reviewer, butno-one can doubt | Overall 


Professional Adventure Writer 
- Spectrum 48K. Plus. 128. Plus 2 
Coming soon for Commodore 64 :/ Amstrad 
The Professional Adventure Writer is a state-of-the-ar 
graphic adventure writing svstem, which allows vou 
to design, write and illustrate, fast machine code 
adventures with ease. | 
H provides a powertul sentence parser which allows 
complex chained commands to be decoded 
automatically, 
Simple to use multiple process tables allow characters 
and problems to be created for vour adventures 
Versatile graphics editor provides “rubber banding, 
| high speed shading, scaled subroutine's eteete. 
Allows impressive ilustrations to be created quickly 
ancdleasilv. 
| Has many other oulstanding features making it probablv 
the mostadvanced authoring svstem available vet, 
Mokes fulluse otall the memory 
on the 12BK machine 
BARCLAVCARD 





GH A ET 2 Park Crescent, Barry, South Glam.Tel; 0446 732765 
MUNTERNATIONAL LIDO 


à cire 


Eee 


cas 


the superh graphics and the clever 
ideas which have become an 


Difficulty: lack of instruction 


Input facility: keywords and sen- 


General rating: another popular 


B2% 
869% 
B6%% 
88% | 
86% 










































































becoming tr pp pd do , 
air een locations leading into rela- | 
tively easy problems to ease the adventure in À 











b, holhe game anidilhereby iii é Fa nfidence. E 
| STEPFOUR 
=» Design 


-Atone time design might have been curtailed 
* byyourprograr ming ability or the utilityyou 
employed, but what with He nes ie, € 


We're changing our format for the special this month. 
Instead of answering direct questions, Ihave su pplied a few 
solutions to various problems in a wide selection of games. 


EA nes E E ru an ar res | would like to take this opportunity to thank all those people 








) af a A “o who have sent in tips, for without them this section would 
“a e E as ne not be possible. When a tip has been used, | have credited 
E nc: any hey de to get rid oia shoday the helpful reader at the end of the section. 

€ qa dita ds AFTERSHOCK BUGSY 


Having difficulty raising the money 
pes eo 

Go to bico É Bar me e 
When approached by two h 
| talk to Louie and after sa 


Trouble getting out of bullding? 
Take chair to lt, climb on chair, 
examine ceiling, remove panel 
and climb out of lift. 

Can't draln the flooded tunnel? 




























j+ | Go to storm drain, switch torch | ing greelings buy the mask from 
| fatia | af e E, Sud a = ao then | them. Go outand cia nen 
E: | doe OS to find ha Return to | wear the mask and ask for protec 
a Prensa pb ed SS emitve sluicegate, connect handle to | fion money. Find the plher boys 
' | o po the difficulty ra Mm shaft and lubricate mechanism. | and do the same. You should then 
| Eira gal Sblioiand bi ME, Ra Open sluicegate. have enough money. 
os dy seda scure verbinoun word Ad a Can't get the oil? Trouble with the police? 
E o uplings. games try: toanticipatethe o Go to park area and examine bin | Bribe them! 
| na the player with logical and com- to find bottle. DARREN and JASON MANN 
men couplings. ng the solution, and | M KERR, Bognor Regis 
helpio Eds csomparvina co ouplings 
dr UCr CIDoSe JULES 3 4 no 
E anda pino oiro problem | | DRACULA 
ti - Becareful notto mixopp osites, for example [a THE BOGGIT H you are attacked/killed in the 
[ DISEMBARK should reverse BOARD and E Hora problems getting outofthe | dream sequence, here are the sol. 
vit VE-ENTER, butnot BOARD. and LEAVE, utions. The food you choose will 


1 ape o DISEMBARK. These errors are most srt Ra climb into chest, get | determine the type of dream you 





spotted and rectified if the game is | MA 3 diary and examine it,climb out of | have 
e to many who have had no part tm the lia chest, examine door and typein | Wf you are attacked by a wild dog 
re che adventure. Play-testing isindeed ; Frodo's birthday. look around, look table, getbone, | 





Trouble passing the spider and 
web? 

Pull web and go NE to meet 
spider. When it has had it's say 
pre it the sandwich from Beorn's 
ouse. Pull web again before 
moving on. 


BORED OF THE 
RINGS 


Can't get through the Morona gate? 
Go to Mt Featherwop and collect 
the pepper, then take it to the gate 
and drop it, Giblet will sneeze and 
blow a hole in the gate. 

To get a coin to buy a map, insert | 
the battery into the vending 
machine 


give dog bone, then return to 
bedroom. 
Choked to death = get to bed 


sooner. 
Killed by innkeeper — never leave 
your bedroom without a lit lamp. 
Attacked by wild birds — make 
sure you close your window 
before going to sleep. 
Forced to jump from your own 
window — this 15 unavoidable, try 
| adifferent combination of foods. 
To prevent cutling yourself shav- | 
ing, get the tray and polish it. 
DAVID EDWARDS, Bedford | 


“animportant final stage. 


So there itis, a guide to writing an adventure: 
Elearhy not all these steps are hard and fast PS 
rules, but an author would be welk-advised to R 
consider each stage of writing carefully, for it 
— sin the department “of planning that goa: 
—  adventuresate born. | 


E) 
o , adere 
3 E 














SEE SS 





ERIC THE VIKING 


“To please the eagle, feed it 
with boiled mutton. 

To get the silver amulet 
throw the stick. 

To please the dragon getthe 
feather from its nose. 

To get the stone fruit, shake 
the tree and then plant it in 
the mountainside where 


| you begin 


GARY JUKES, West Midlands 


M WRIGHT, King's Lynn 
CRASH June 1987 67 

















DEREK BREWSTER'S 


3 (CAoventure 


Ralf 


ia ] 
| 
| mm 
qá, 


Examine oyster for fungus treas- 
| ure, 






sword. 


| tiny É 

Give Kellf a botile of water. 
Wear bracers to carry more. 
'Obis' opens the sarcophagus. 

| “CHlabin' reduces the mummy to 


dust. | 
Rub outfhe red line in the red 
room so that you don't cross it, 


SHERLOCK 


To enter the convent you need to 
be wearing the nun's habit. 

To get gold for the peasant, just 
ROB BISHOP, TAKE GOLD and 
go south until you meet the peas- 
ant again. 

To prevent Grandma blasting 
you, you will need to find the 
sheriff in the castle and when he 
runs off, take the flag he leaves 
| behind. 


Wear the gloves to take the | need to throw the ro 


| Eat the mushroom to enter the | To avoid rat bites vou need the 


| ] t 


SMUGGLER'S 
COVE 


and wear 
the shoes and then climb rope. 


cat, it will follow you if you have 
the fish. 
To escape at the end you must 
HARNESS DONKEY, ENTER 
ELEVATOR and THROW CAR- 
ROTS. 


hf the city gates are closed when 
vou arrive, go to the sheltered 
niche with dry leaves and sleep. 

| H you have trouble with the bi 
blind dog, just drop the mothballs 


“ash relies on smell. 


SORCERER OF 
CLAYMOURGE 
CASTLE 


To dry towel squeeze it twice 
when over lava. 


l | —— 
É à 
| od a ma 
| “a 
a o ma 
= á hm 
EM a O i h a 
o ] ] ur » 
é q LLia 


dé di 
e = o a eim 
q io a 


To complete parbone : 

1 From the hedrosm go stuih, 
denain lhe sbatrs, lake the ron, 

Po ul, south ui, cas three 


4 Co cul, cast, north, Wi El three 
times. north twice, dig; take the 


Take the burble fish (his must 
ho  TAKI RURBLE FISH, 
hecause TAKE FISH eum doork 
because fish wasused asa com 
mand 

E Go North, cast three times, 
meet cast, tm Ford Escort E 
here in lhe pub, He will mera 
folloay vou di you have the fish, 
Take and examine Ford's bag 
Take the torch. Hi you have do 
drop somelhine, do nul drop 


TRL Mrrk ! ) 
Note: im lhe Vulgan ship, dont 
wander around ar vou gel 
hopetessly lost Cro east IWICE, 
soulh Imice, lake the Key 
north IWite, Wes north, 
untock the door, You he atlhe 
spacesutt dispenser insert the 
card. 


Co 


Fake and wear the sum (Ford 
Go south 


all dao the same) 
Irá HC E Eis [iii E; press the Eu 


ton. You'll be ejected into space 
amd Ing pu Lied Lip Eis the Coel- 


dois Heart spaceship 


1? 


DON'T PANIC SOLUTION & 


and teteport vou to the colher 
pari of lhe planet, 

When vou arrive, go north, eds 
andinto lhe €5. Go mest, sim th, 
gas twice, south, Bel guto the 


TS A th. cast, im he Hank, RE 

gi ho crédi card C5. Go east, into the beach hul, 

, Go oul media] PAIDE am lhe gar- take he in pole th sad 

7. PE FPLr, | d o a É E ey d Lt) Nº 1 
Er PUT RA Ro den centre, lake he spade, bo Cr ou, ana south be TA d 


. e pa | PR À Tia 
Open the chest, Lane he col 


and go north hack to the heach 


Go north, east enter lhe top 


a a ATP ETR pt ' l [ z E [add 
Play the dulcimer to entertain Use the ladder to span the trench. « ; pá rig res times, go fishing shop, buy the ge para a 
| Bostog. To get to the ledge in safet , YOU with the cod and lhe morms. ul, eps, SOMAM, cd , 


Cs. 

Co test, quimpo OVET the CRE | 
vasse, Go west, im lhe toilel, bi 
he mater pistol, Go south, mes! 
and shoot the dalek 

From the receptionis, EO pas 
iwiIcê and ti Enter ; EYPE 
LOAD" and 'PRES> ENTER às 
according to the lape nstrue- 
tons. Go north, insert the tape 
in thedeck amdinish lhe game, 
Fo complete part three: 


saias 3 : er the torci. | Type in lhe passwort: Ru: 
Wear the welles to enter the | NU WVEEIMN Pl sir es a pisa Ti M ANT A MILLHON alivia capri 
; Pro 8. (4) OUL, WE, StMABIEo Tr 
metal room. Hyou are having difficulty talking WAIT. Ford will open the tals, ED PAR 
R € HEWEON to the raven, 1t the opal to spaceship door. Swvilch on Lhe 3. Take and read the avi Rd 
ROBIN OF attract its attention. Eri Hu TUBEN ON TI RCH does Once vou end up ouisiõe à 


shopping centre, Go pas! SIX 
urnes. Press 2. 

A in Niro ae ond Tha DE; PO smuth, 
take and examine lhe a alhut, 
Take lho credits 


à Go east, Dus anil wear the 


dining suit. Do Wes, north, 
west three times. Buy the ral 
tery recharper. Co cast tour 
times. Press Cd. a 
= Go norlh, buy the pobdiish 
her, NA Bh EO É mol ELIY 
Cstdl DEISH Cuti muith, es 
fade, south, enter the reslaur- 
ami nes 
6. Go north, das three times 


, : pm ' : Den VCMLIF UrEs, Ed) smith : À | ee pis Hi ck finds, 
JOHN WILSON, Rochdale | Toavoid dying near dragon, drink patce, south, south, eo api Sua a j sã a a ip beral 
potion. Tom ill mea mec AAarioa Le ar | E; pie? a Ea tê 
r E n a E - É TR, e | Li LE Le EE, ta t 
ROBIN OF The stars are stored in tree using Faralylr Android. Co West to the ari areia Recharge th 
SHERWOOD permeability. adoer and vou ve finished. Muse AR NARRA po o ni 


hattery. Ce cul, 

Go noch, cas six times, break 
the vhass, laké he hammer, il 
the control box with. Go 
west, south. Ford will open the 


Fo complete part Emo: ; 

[ye m the password; BRT 
HATES TIMM tallin capitais). 
From lhe start, gu north, open 


To escape from the dungeon - | gpinER 
stand on prisoner, examine grat- | HEAR PSIPIAAS 
ing, call guard, grab his foot, | To defeat Electro and Dr 


na d RÃ 


amil 





strangle guard, take the sword, 
slide the bolt, open grating and 
EO graling. 

Kill Belleme with the silver arrow 
you win in Nottingham, 

R € HEWISON 


| SEABASE DELTA 


| To get new travel permit, take old 
card to auto-clerk and sign form. 
To get the object from the table 
you need to wear the flippers. 
To wake the hen you need the 
gum and then blow bubble. 

To open the heavy metal door 
you need the tape and tape 
player. 


Dr mi . ' E ia md 
[o E A | E a mer 


O rudes dr ui = ” = Et A a 


M=Ir 


' Tokill the wizard, enter the cage, 
pick up the iron rail and hit t 
wizard with it. 

To get past the dragon, cut his 
chain with the axe. 


| oil lamp from the chest and say 
"SHAMAN, 


SIMON AUSTIN 
EYE OF BAIN 
Give honey to bear. 


ruby and say “fire”. Show cross to 
skeleton. To enter temple, light 
the pile of wood with the torch. 
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To summon the Genie, take the TEMPLE TERROR 


To pass shapeless beast, carry | Use the blanket to smother the 


Octopus, grab Dr Octopus 
before hitting Electro, they 
should both now be stunned. 

AM the gems should be stored 


with Madam Web, 
To start presses, take Lizard man, 
Electro, Dr Octopus, desk etc to | 
the scales and keep adding things 
until the dial shows over 950. 
Then go to Ringmaster's room | 
and type on computer, start. 
PATRICK HARMES, Hants 


SUBSUNK 

To unblock the sink you need the 
rubber sucker from the toolbox 
and the broom from the broom 
cupboard. Then attach sucker to 
broom and plunge basin. 

Drop the insulating mat on the 
ground to prevent the pill from 
rolling away and getting lost. 


Move the rock to enter the cave. 
Use paint to paint glass cover to 
mirror. | 
The glass cover covers an axe and 
is removed by saving the magic 
word found on the scroll. 


fire, 


To cross the pit, throw and swing 
on the rope. 





he  cupboard, take 


sa tura. 


north, cast, mist. qenuithr. 


f ) pi 1 Fm 
q Ri nte F | 


q Er. 
il no o ma 


| PREHISTORIC 


To kill the man in black, throw 
the axe you made out of the flint 
and bone and do not move until 
it hits him. 

ROMAN | 

To escape from the leper colony 
give the mad leper the egg the 
chicken lays (buy the chicken and 
go west). 

WARTIME GERMANY 

To open the shed get the bunch 
of keys at the guarded gate and 
o into the lorry from the window 
ledge (ht is possible keep trying). 
MODERN CARIBBEAN 


| To get into the house, throw the 


carcass of lhe panther into the 
pool and get the metal strip which 
can be used on the window. 


| To get into the secret stairway 


examine the ; 
Use the spanner to open the steel 


door. 
H JONSSON, Woking 


examine the cassette; Then jus 
mess aboul for lhe next tive or 


Examine the computer console, 
and push the fever (don pal 
tj. Land the ship, go out, lhen 


Pull the bell ope, gel qmio 
cmarty farthlast's CS. He vidi 
then take vo hack to tus Fl 


spaceship denor. - 
8. Pullthe lever: the ship Laloes 0h 
Examine lhe console, examine 
the panel, inserl the fuse. Press 
the bulton. | 
Once on the Vulgar bet him, 
star cruber, CO MES, qquth, 
past. Taku lhe gadgel, qnseri the 
recharged battery, press the 
brstton ari W Cu VE gone il. 





ESPIONAGE 
ISLAND 


To get knife give beads to native. 
To get the beads, go to the wrec- 
kage and feel corner. To cross the 
crevasse, put branch and then go 
south 


To pass the tank, goto the control 
hut and switch switch, go to the 
landing clearing, remove the light 
and insert explosive. Return to 
the control hut and switch 


| switch. 


KAYLETH 


To get the cassettes from the | 
canister you need the tape and | 
the gloves, Wear gloves, gel 
canister, open tape, stick tape to 
canister and then get all, 
H you are having trouble with 
your eyes burning out, you need 
the lens from the Pyxis. 

5 BENNETT, | 



























BC DOK OF THE DEAD 


nplete solution for the Book of the Dead follows, 
xplanation for the moves, and alternative vocabulary 
| which can be used, Note that no . is made to score 
"maximum points, or to explore various interesting ofí-the- 
route parts of the adventure. 

Part One. BREAK EGG; ai SMASH/CRACK SHELL, You are born into 
— lhe game inside an cgs — , r thal you are (or were) a falcon- 

eaded god; GET K PE; SOUTH, SHEAR HEEP. To the 






















me OF 
DESPAIR 


To dispose of Death, type in 
STEALTH to enter stealth mode 
and then USE DAGGER. 

Rb segu in Despair, cover your 


To à take the globe in Hope, wear 
the gauntlet. 
Dispel the force field by dropping 


TWIN KINGDOM 
VALLEY 


| To kill the dragon you need the 
wooden staff ali from one of the 
towers, then you must hit the dra- 
gon with it. 
To kill the witch with the od EE 
staff you must give her the silver 
dagger that attacks its wielder. 
No other attacks will work as she 
has a staff that turns all your 
attacks. 


VALKYRIE 17 


“To get money for the hotel bill, 
pawn the necklace. To return to 
the hotel, get the string from out- 
“side the butchers and ride the 


the lever. 


VERY BIG CAVE 
ADVENTURE 

To kill the python just open the 
can and the bird will do the rest. 

| Drop the log to cross the chasm. 
In iwo-pit room, water plant 
twice and then dial paraquat on 
the utility belt to kill the triffid. 
To pass the wombat, drop the 
pirate's chest and open it to 
release the ferret. 


KENTILLA 


your ears, it's found in the Ena 
maul's cell, 


cable car by tying the string to 
BILLY DINGEALL, Edinburgh | 





To pass the Sirens, put wax no 









PE voa SOUTH; to the: EIA mel; LOAD 
ET EE or PUT BOULDER Sai 


E aiapaE cemegliçd 


MOUNTAINS OF KET 


To go through the dead-end wall 
in mint condition, carry wand 
and say “polo”, 

To cross 20º crevasse, carry less 
than six objects and drink elixir. 


GOLDEN BATON 


To kill the wolf, use thé sword 
found in the rotting leaves. To 
unlock the massive doors in cas- 
tle rub the golden in (found up 
tree in hollow). 


To fill lamp squeeze oil sodden 


rag. 
To kill lizard man, wave the glow- 


| mg quarta. 


THE HELM 


t the key from the well you 
wi need the hook and the rope, 
sf tie rope and go fishing at 
well. 

To progress through the ice pit 
you ill need to use the salt. 
Before collecting the saltyou will 
need to have the plastic bag to 
prevent it from dissolvin ne: 
To pass the Psysk you will need to 
shine torch, this will vila ingl 
blind you so you can't be hyp- 
notised. 
THE HULK 
To find Dr Strange, enter the 
ant's dome with wax, examine 
base board, plug the gas outlet 
and bite lip. 
To pull ring enter ipi with but- 
ton, type “remember nightmare” 
when you are the Hulk, go west 
and pull ring. 
To destroy egg but not bio gem, 
go to fuzzy area, remember 
nightmare, go north and eat 
leave bio gem in room until a ll 
other gems are collected. 
D SIMMONS, Doncaster 


IMAGINATION 


To move between lhe different 
parts, pinch arm. 





cures you, ridding you of the time problem 
; EXAMINERIVER: or NILEWATER. 










KNIGHT'S QUEST 


Trouble with the snake? 

Strangle it. 

To enter the boat, board it. 

To release boat, cast off, 

To stop freezing to death, wear 
cloak from witch's tower. 


LORDS OF TIME 


FIRST ZONE | 

Wave lodestone to get keys. 

Get petrol from car and save tin 
of catfood and tin opener for next 
zone. 

SECOND ZONE 

Pour petrol on wood near mam- 

moth and light it. 

Give opened catfood to sabre- 


toothed tiger and pull tooth (you | 


will need spear to keep him 
back). This tooth will satisfy the 
tooth fairy in part one. 

To get icicle to fall — shout. 
Throw icicle into lake to make it 
ireeze over. 

THIRD ZONE 

If you're having trouble with the 


| skeleton — throw painter pebble 


atil. 

FOURTH ZONE 

To find parchment, dig in cave 
with soft sand twice. 


MAFIA CONTRACT 


At car you must open trunk and 
cut the blue wire to defuse the 
bomb. After this get in the car and 


ast. 
a the station, buy a ticket by 
inserting the coms. 
To get the drink you need — give 
the tramp the newspaper and 
drink the meths. 


MINDSHADOW 


| To find the map to enable you to 
gh the quicksand — | 


get throu 
climb down the vine to the cave 
and dig. 


Tostart a fire to attracta shi eu | 


will need the straw, ste 
stone. Drop the straw and ab the 
steel with the stone, 

BRIAN BOYD, Bristol 


EAST NOR ra dr dão gs RE 
any MA a ee es me suas INVENTOR VI DÓN O À E | 
ne pears, = tters “SOMETHING to the town gateke nd 


| To pass the guard, wear Lug's hel- | 


| Toscare off the demons wear the 
* amulet. 


| To get past fire you must put il 


| lions hair. 


: water and you can fill the pistol. 





ra 
MR 








WARLORD 


met, | 
Rest at the river bank to receive 
the sword. 
To kill the bear you need the | 
sword and shield. 
To survive the cavern fire wear 


the white cloak. 


R € HEWISON 


WITCHES 
CAULDRON 


out with magic dust. 
o open coffin, oil dt with oil 
amp 
To kl dragon you will need help 
from the lion, 

did escape from snake blow whis- 
tle 

To open south door in room with 
signs on wall you must have a 
bone, then make a skeleton key. 
To turn into a gorila you need . 
whisky, shell, eye from toy and 
diamond, 

To turn into man you need a ted 
ribbon, gold coin, ten pence and 





EEE 
To enter the phone box you must | 
wear the tie. 

To fill the water pistol you must 
put the bucket on the hook in the 
well and turn the handle twice. | 
The bucket will now be full of. 


PLANET OF DEATH | 


To mé api the persa you must 
first mirror. Then 
REFLECT EL where lhe com- 
puter will respond it has 
weakened dt. Do this until the 
response nothing happens" |) 
appears and then type VANITY 
WALTZ. É 
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REBEL PLANET 


lí you have trouble at the cus- 
toms, give card and then go com- 
| plex. To get the laser sword past 
| the customs carry it in the lite 
Kube. 

To escape from the jail, bend bars 
with wrench and then activate 
laser before climbing through 
hole. Attack the policer as soon 
| as you meet It. 


JOHN WILSON, Rochdale | 


UNLESS atri ED 


PRICE OF MAGICK 


Get wolísbane to stop werewolf 
from attacking. 

Smash the mirror to find the 
prism. 

Throw salt at the slug. 

Cast FIX to kill Wight. 

The red moon makes you young, | To enter the tower you must 
onhy twice. | untock the door when you have 
Cast MAD on yourself and give | the golden key, then go east. 
ashes to pass through the glowing | To enter the Empress” quarters 


gate, just say please. 
ADAM ELLIS, Oxford JOHN WILSON, Rochdale 


NEVERENDING 
STORY 


| Make - sure you have the 


| glowglobe before you go cast 
ros the claro 
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MORDON'S QUEST 


To cross the quicksand — drop the 
blanket over it, 


| To kill the pygmy — get the ber- 


| de ba and bamboo and 
make blowpipe. 
To pass the plant — feed it with 
the pygmy. 


To escape from the arena = 
smoke the cigar in front of 
Caesar. 

EMMA HEGGIE, Salisbury 










Em 


MINDSTONE 


Buy the pe off the pixie and 
trade it with the wood elf for the 
tiger amulet. 

Swap the tiger amulet for the 
kranos sorcerer's talisman. 

The talisman can be used to open 
the doomgate. 

The bac r pass to Nemesar's 
palace can be bought at the bar in 


| carokot. 


“ROBERT CBEEVER, Penistone 


ge NA RE 
esMuee. (O À 
[NUMBERS ARE PIRECTIONE 5-W 6-5 7=NB=E 








| ory and o 





| DUE'D THE 


BRENDAN? 
Dear Derek, 
| have discovered a bug on GAC 


| that not only wastes memory, but 


is a nuisance as well, Idon'tki 
if Em the only GAC user to 
encounter this joke, but ['m glad 
just to complete an adventure 
despite this. 

What | am bickering on about 
are the words “Jah Brendan!! 


| which occasionally appear in the 
| topleft corner of the screen while 


| am programming. When these 
words appear | can't get back to 


| the main menu, but when I'm 


lucky the words disappear and 
everything returns to normal. 
The utility itself works fine but 


| Wim sick of this message flashing | 
E| on the screen! It has even hap- 


while working on the 
graphics. This time | thought the 
game had crashed, but upon try- 
ing to BREAK, it worked. This 15 
no ordina nu A wastes mem- 
en destroys my data 

after hours of hard work. So, 


| who's been mucking about with 


my GAC which | paid hand- 
somely for. | can't be the only one 
to have fallen victim to this nui- 
sance, 

Stephen Teasdale, Cumbria 


Well, Stephen, the first thing to 
stion is whether some rival 

as sneaked into where ra mork 
on your pet projects and tam- 
pered with your program, ff this 
seems unlikely then it looks like 
some chap at Incentive has been 
fooling around. Either way, your 
letter has now given the scoun- 
dre! some publicity which will no 
doubt give the culprit some 
amusement. né 


OBSCURE 


Dear Derek, 
With regard to the letter you pub- 


| lished on the subject of getting 


old adventure games, l have been 
running an adventure swap club 
and it works like this. People send 


E] the game they wish to swap and a 


list of at least ten games they 


| want. H no swap has been found 


within a month, the game is 


| returned and their name, address | 
| and swap will be kept on file for a 
| further three months. When a 


suitable swap comes in they will 
be notified and arrangements 
made. 


H goes without saving that onhy 
originals can be swapped. At the 
moment this club is Jimited to 
adventures not arcade games, 
but may be expanded. Subsunk is 
on offer at the moment for swap 
| with Seabase Delta, Gremlins, 
Sherlock and others. Some rare 
and obscure titles are also on 
offer. Furthermore, adventure 






















a number of complete solutions 
too numerous to list. 

Anyone interested please send 
game and list of swaps, am SAE 


cey House, Sutton Estate, Sal- 
ford, Manchester M6 7BU 


Dear Derek, 
Thanks for e Porteus's 
advice on finding old games. 'm 


Yes, | have written to Firebird, 
They sent me back a catalogue 


available” on Hd. I've trekked 
round all the local shops, used 
school trips as excuses to go to 
other towns, trekked round, 
asked and generally got a bit 
cheesed off. Yes, Hi sound a 
bit much to aptos a Cd 
ancient games, but | enjoye - 
base Delta somuch, and, well — 
you know what | mean! 

qo (and if you print this 


+ À promise 1 won't hasshe 


willing to sell me Subsunk or The 
Helm, 1 will gladly buy it from 
them, and pay postage etc. 


CRACKING 
THAT KRAKOD 
Dear Derek, 

“ Naru, à budget adventure from 
O ação 


The game, in which you 
endeavour to join the immortals, 


other. 
TASK ONE: ENOWLEDGE 
1. You start on a plain, Pick up 


boomerang. Ignore the ani- 
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help is being offered and includes | 


anda ve/PO for 5SOptocover | 
the cost of replies to: 31 Dequin- | 


Wayne Styles 


“afraid it wasn'tmuch use though. | 


with “Subsunk'Helm no longer | 


vou ever again — honest!) what |. 
want to say is this. If anyone is | 


| have just finished Kobyashi 


Mastertronic, and thought that | 


às split into three parts, each com- | 
pletely independent of each | 


the scimitax - a huge sword |f: * 
which returns ke aih 


= LES 


— PT 


Dj rreooa te sisal. 


CE E 





7 mails. 

2. Go South; 

a! analyse the Niecor plant to 
 petleaf. 

bj analyse the tree. This will 
inform you that the tree has 
pods. Throw the scimitax aí 
the stems. The scimitax will 
return, and you can pick up 
the pods. 

3. Go North again, and then 
East. You will be caught by a 
Giant Krakod; 

' a) cutthe tentacles. 7 

b) activate the pod (you will find 


that it will excrete a liquid if | 


examined) which 
black liquid. 

c) throw the pod into the maw. 
The Krakod will throw you 
over a thorn wall. 

4. There is a fungi here, but it is 
useless. Go South. 

5. His impossible to penetrate 
the red mist; 

a) pick up the blue flower. This 
14 what you had to get to finish 
the task. 

b) however, you are now being 
poisoned so use the leaf to 
cure yourself. 

6. Go hack North. Ascend the 
obelisk. You will see a sign 
saving “wot no vertigo' hmm. 
jump the barrier. 

7. Make your way West to the 
start location and go North. 

This marks the peu é of Knowl- 
edge when all of your possessions 
will be taken = not very friendly, 

Ewan McEachran, Staffs 


leaks a 


Ewan goes on to give the solu- 
tons to WISDOM and UNDER- 
STANDING, but you wouldn't 
want me to give the whole game 


away just like that, would you? 
DB 


TELL SIDNEY 
THE AFFAIR'S 
OVER 





Dear Sirs, 
"Here is the solution to the game 


took me about two and a half 
hours to complete. 

First, load in Part One. Here 
vou are shown the scene of the 
crime where Mr Sidney was shot. 
You must position the magnifying 
glass over the body's right trouser 
pocket to find the briefcase key. 
You will also find a wallet in the 
left hand jacket pocket. In the 
briefcase you find a diary and à 
black and white photograph. If 
vou search the rest of the scene 
| you will find a bullet hole in the 
wall which is about three spaces 
to the left of the door. This com- 
pletes the first scene. You will 
then be shown a room where the 
shot was fired. On the window, 
| just below the latch, there is a 
fingerprint. On the to 
plant-pot you will find the 
cigareite butt and on the floor 
behind the curtain, the spent car- 
tridge. This completes the first 
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Sidney Affair by Infogrames. ht | 





| part of the game. Now load in 


Part Two. á 
This section 15 where you 
gather information and state- 


| ments from other characters im 


the game. The input is nearly the 
same às Infograme's first game, 
Vera Cruz, where you only input 
certain names or words to get lhe 
answers. There are seven main 
characters in this section. Here 
are their names and addresses: 
1. Mrs Marianne Sidney (Wife), 
Sylvie Sidney (Daughter), 


Ludovic Sidney (Son) — St 


James Square, Clermont. 

2. Peggy Gachet (Servant of 
House Keeper), Henri Lajoie 
(Caretaker) — 5t James Square, 
Clermont 


| 3. Robert Renard (Tino di Nallo) 


— 336 Blatin Street, Clermont 
Dores Square, Cournon. 


“4. Hubert Decol (Patrick Lan- 


guille) — Jade Place, Clermont 
Hotel Gevaudan St Chely. 

There are four options you can 

choose to gather information. 
They are: 
S Statement, E Examination, M 
Message, C Comparison. There is 
also option A. Use this to make 
the Arrest. 

There now follows the com- 
plete solution to the second part. 
Type in the option then press 
return, then type the second part 





of the | | 






and press return and then the | 
third part and return. Do not type 
the words in brackets. 
AUTOPSY SIDNEY 
BALLISTICS 

WITNESS (JEANNOT) 


: LANGUILLE 





MRS SIDNEY: 
(MARIANNE) 
DECOL: JADE 
MARIANNE: JAMES 
DECOL: JADE 
SIDNEYS 
JAMES (LAJOIE) 


JAMES 


SIDNEYS SERVANT: JAMES | 


(PEGGY) 
SIDNEYS 
(LUDOVIC) 
SIDNEYS 
JAMES (SYLVIE) 
LAJOIE: JAMES 
RENARD: BLATIN 
MARIANNE: JAMES 
SYLVIE: JAMES 
MARIANNE: JAMES 
NALLO: DORES 
LUDOVIC: JAMES 
NALLO: DORES 
LUDOVIC: JAMES 
NALLO: DORES 


SON: JAMES 


DAUGHTER: 


: GIE LYON: SERGEANT 


:CIAT  CLERMONT: LAN- 
GUILLE 
: BDR] CLERMONT: LAN- 
GUILLE 


: DG: PATRICK LANGUILLE 


LANGUILLE: CHELY 


CARETAKER: | 






JEANNOT: REPUBLIC 
BALLISTICS 
LANGUILLE: CHELY 
NALLO: DORES 
: LANGUILLE 
: NALLO 
NALLO: DORES 
LANGUILLE: CHELY 
NALLO 
LANGUILLE 
NALLO: DORES 
LANGUILLE: CHELY 
NALLO: DORES 
LANGUILLE: CHELY 
guess who? | 
You will then receive the fol- 
lowing message: “The author 
congratulates you on solving this 
mystery. You showed persever- 
ence, intelligence, and an ability 
for police work in clearing up 
“The Sidney Afiair'. You will now 
be promoted — ready for your 
next case.' 
And that is that. Altogether a 
Ivery much enjoyed, Ican't 
wait for the next one, Murder On 
the Atlantic. 
A Archer, Middlesex 


Fou do indeed show some 
aptitude for police work with this 
solution, a job which carns you 
this month's £20 worth of 
software. 
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To get the claw for the San spell 


| spell is found in lhe clock. To get 




































PRICE OF 
MAGICK 


Dear Derek, 
| am writing to give you some 
help on the Price of Magik, | have 
gone quite a way into this game 
and have found a good few spells, 
16 in all, and the objects to go 
with them, these are: 

. MAD — grimoire 
FLY — broom 
FIN — silver mail 
SAN — claw 
E e 
BUM — trumpetl 
IBM — blue Box 
FIX — valerian Plant 
- SEE — feldspar lens 

10.HYP — Staf 

11. ZEN - Inttle mirror 

12.KIL — axe 

13. ZAP — ashes 

14.DET —- elder cross 

15. A — hi! 

16. XAM — prism 

To get the silver mail for the Fin 

spell give the robes to the Golem. 


mada 


cast Bom at the dark spawn pic- 
ture. The pendulum for the Dow 


the trumpet for the Bom spell cast 
Bom E CRU The bb for 
the Ibm spell can be found in 
tr . to é gel os mt the 
Bom at the stone 2 pic- 
ture. To get the feldspar lens for 
lhe See spell pull or cut curtain. 
To get the staff for the Hyh spell | 
cut vine, To get the little mirror | 
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a | DEREKBREWSTER'S RC 


venture “é 


for the Zen spell, cut the mirror | 
with diamond, the diamond 
being in the ring which is on the 
knucklebone. To get the prism for 
the Xam spell go into the room 
that was made from cutting the 
mirror. To get the axe for lhe Kil 
spell it's quite simple as it lands 
on your head in one of the rooms 
taking 50 strength points. To get 
the ashes for the Zap spell, bum | 
the woodpile. | 
That's how to get the stuff for 
the spells, now here's some help 
| ontheother aspects of the game. 
To get the armour from the 
ghost, bury the skull bones and 
nucklebone (remove ring first) 
with the spade. To safely get the 
talisman, cast Fly at weight by 
rubbing the talisman you get 
| transported to a new section of | 
locations. Casting the Zen spell 
will bring you to the mists of time. | 
Here you can enter different 
locations much quicker. When 
vou are in the misty room or cor- 
ridor, cast the See spell and to get 
the wheel in this room cast Hyp 
at the bat saying “take wheel to 
it. To read the inscription on the 
ceiling, cast Fly at yourself. To be 
able to stay down on lhe river 
bed, cast Fin at yourself but 
remember to take all your stuff 
again aflerwards because you 
drop it. 
That's all the help, now can 
anyone help me. 
1. How do you get past the stone 
door? | 
2. What is the answer to the rid- 
dle? You said a few months 
ago that it was fear. | typed 
| this in but nothing happened. 
3. 15 there anyway of getting 
past the dark dead-end where 
there's a feeling of magic? | 
4. |s there anyway of opening 
the sarcophagus in the room 
with the mummy? 
Eamon Scanlon, London 


































| Guess what? PBM 
| MAILBOX celebrates its 


first birthday this month = 
it's survived 12 issues 
with only one libellous 
article, so I'm sure you're 
not surprised to see me 


| still here, Well, | 


hope you'renot... 
anyway, after ayear ofin- 
depth PBMing, perhaps 
it's time to pay a visitback 
to basics for a recap of 


| the play-by-mail hobby 


and how to get into It. 
PBM? 


PLAY-BY-MAIL games are 
multiplaver strategy and/or 
fantasy games played through ne 
post. 

Each PBM game is run by a 
central body, the “Game 


| Moderator (GM). The number of 
| playersvaries from Eneas game; 


to each player the GM posts a 
“urnsheet or 'print-out” showing 
his or her individual position and 
situation in the game, plus the 
results ofthe player slastactons. 
The plaver interprets this 
information and plots his plans (or 


plans his plots?) for the future, 


filling inan“orders form to tell the 
GMwhat he wants to do that tum. 
This orders form is retumed to 
the GM by post; the GM then 
carries out the orders In the game 
tagif, by hand or 0 a computer. 
The results of these orders are 


| determined by the scenarto within 


tha game, including the other 
players" orders — and the results 
are then posted back to the 
players on their turshests. Thus 
the game continues ... 


 DIPPY PLAY 


| THERE'S ANOTHER important 


factor in PBM ing: 
DIPLOMACY. Diplomaesy is the 
interaction of players outside the 
game environment to improve 
gach player's position. can 





include trade between players, 
treaties, declarations Of war 
iwhich'should be mada for a good 
reason...) and the sirategic 
placing of disinformation to 
confuse an enemy! There are 


| many opportunities to develop 


play through dipiomatic 
communications; 's upto you, 
the player, tD recognise and 
exploit them. 


THE GAMES 


THERE ARE MANY ganres of 
PBM game: fantasy, soi-f, 
strategy, role-playina (RPG), 
historical... and mixtures of the 
lot. You could be the captain ota 
starship, a power-crazed tyramt, à 
tribal leader or even a mythical 
character — the choice |5 yours. 

In CRASH | try to mention às 
many different games as possible 


| (though | tend to stay closa to 
| Computer-moderated games 


rather than their human-proces- 
sed counterparts — this 15 à 

computer mag, after all...) soil 
you fiiçk through this secton or the 
specialist PBM mags (listed 
below) you'll soon see what's on 
ofler. 

The concept of PBM gaming [5 
não Over the past year, 
many PBM companies have 
reported a great influx of new 
plavers into the hobby. Thizisa 
good thing, and as longas the new 
players team and respect the 
established traditions (no “'m 
bored of this game, Il take 
somebody out with me” tactics, 
Ps PBMing will have a bright 
uturs. 


| QUESTION 
TIME 


| Many of the letters | 


iveare asking the 


common queries — with a 
few answers, naturally 


HOW OFTEN 
MUST A TURN BE 
COMPLETED? 


This depends on which game 
ou're playing in. Some games 
ave an orders deadline: If your 

orders don't reach the GM by that | 

date, then the round will be made 
without you. The most common 
turnaround rate is forinighily, 
though there are quicker games 
forgager PBMers and slower ones 
for players living abroad, whose 
orders take longer in the post. 
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Ontheotherhand, some games 
operate a real-time environment 
by Aide o deadlines; youcan 
send them orders as often oras 
rarely as you like, and the game 
progresses daily. 


HOW MUCH DO 
GAMES COST? 


| Prices vary greatiy. There! susually | 
| afee around ES to join a game, 
which may include your startup 
pack and atfew'tums. Afteryou've 
used these freebies, you mustpay 
for each tum; prices vary from 
below E1 to above £5 a tum. The 
norm is about E1.50, so a game 
running forinightly deadilines 
could cost just Topa week plus 
postage — small price for a lot of 
pleasure. 


HOW DO GAMES 


END? 

Good question! Again, it varies. 
Some games lust go on and on 
and on, You simply stop playing 
inhen you tire of the game, when 
the GM tiresofyou (1), orwhenthe 
GMtires of everything anddecides 


tosetupaprofitable business like | 


recycing postage stamps. Other 
games operate a points system, 
and once a player hits a set (but 
secret score, -bing, the game 
ends. Most games work this way. 


bolting cow (an 
interestin ience; 
“and no = it did not sound 
Hs horns. Nor did it 
-mooooove over. | have 


| heard ALL the jokes.) 
received 


Then | find I've 
only half the normal 


“amount of mail (just three 
sacks this time). But as | 


see it, we have two 
options. Either you ALL 


| Iicdndibbe i 


no post, Sound fair? 


| Good. Enough of this 


rambling, on with the 
MOAN MOAN 


| Dear Brendon 


With ragard to the PBM Awards, | 
beliave next year's awards shoulet 
include a Biggest Pain ln The Neck 
trophy. Conquest Games should 


| getthis award for changing the 


rules three times in as many 
months. t's so frustrating! 
Roy Poltard, Stapleford, 
Nottingham 





PBM MFORUM 


| g00d month for me: first | 
| crash my car into a 


| interesting than confusi 


WHAT DO | GET 
FOR MY MONEY? 
or, How long is 

a printout? 

ingeneral, you getagreat dealfor 


your money once the game begins 
to develop (when you startinanew 


| game, it takes a few turns for the. 


game to mature and become mare 
- Some 
companies ofler reams o “detail. 
Ampway, | doubt you'lbe 
disappointed — if vou are, write in 
and tell me! And when you come 
to make your: orders, it 'sneverjust 
a simple case of 'GET TORCH' or 
“GO WEST' = I've known order 
forms to take the best part of an 
evening to complete proper! 


| LIVE OUTSIDE 


THE UK 


«« can [still play British 


| games? 


Yes! Every PEM company | know 
of offers slow-turnaround 
for players from the Continant, 
Abs red America and the other 
in faces. Write to the companies to 
d out. And'thereare many ways 
abroad, so just 


sending money 
| pi im Lin at à loca bank and ask tor 


details 
incidentally, |know of some 


My only comment is this: have the 
rule alterations improved the 
game's- reality and faimess? 


SNIFF SNIFF 


Dear Brendon 
Fm sure you have full knowledge 
of EJE's action against 
Arcadia and the company who ran 
it, Jade Games. | had been playing 
Arcadia for some time and | 
thoroughiy enjoyed the: gato. | 
had never even considered 

playing Earthwood (the game 
whose dede 
Arcadia supposedly breaches), so 
KJC have not lostany business: 
from me! 

To deprive me of my favourite 
entertainment msucha way eams 
my utter condemnation. Alter all, 
Arcadia isnota new game -many 
people have been playing it for 
months and, at the time of closing, 
had well-developed characters. 

Inthe light of what KJC have 
done, will never consider playing 
ary of their future games (old or 


new) 
Draug-Dur, Arcadia 13 
You're not very impressed with 


RC — do: any E arthiwood players 
wish to comment? a 





players onthe Continent who play 
mainly to improve their English. 
And some Aa Players, now | 


| think aboutit, 


ARE THERE 
'SPECIALIST PBM 


MAGS? 
“Yes, three sa. 
PBM Magazine, Emjay, 17 


Avenue, Rise Park, 
Nottingham NGS SBU (£1 a 


rs as PO Box 12, Ali 
Wast Midlands 
OT (EA.TS) 


| First Post, KG Pack, MWalnut Tree | 


Meadow Lana, 


North ore NNG BJE (E1) 


But don't forget to read PAM 
MAILBOX every month as well! 


WILL THEY EVER 


improve that drawing of 


“you, Brendon? 


[don't know. | hope so; it makes 
mea look lika-a cross batwsen 


Spock ali an Re Man, | 
| can hardiy se my. Pomnino 
profile inth sketch, thoughitisnt 


“my g00d Art 





SLOTHSLOTH 


Dear Brendon 


Could you E tell the guy who 

aos that he has | 
do gr hasnotsent | | 
me my startup pack! People have | 
been hassiing meto jointhegame. | 
ora sonow | joinand nothing | 


runs Sloth 





ns! 
ing of Satumalia, it would 


game is so boring and mediacre, 


a does everybody seemito love 


Char De Bell, Watford 
Hertfordshire 


Consider them told. As for pour 
final comment, well all lcan say is 


“again. Mutter, mutter. (By 
the way, ves-thenotelets are . . 


different. 'Cute" is nota term | like | 
BK | 
That's the best | could come up | 


to use. Too VYanki) 


with this month. So come on 
now, put pen to paper and send 
me some juicy gossip and/or 
news. The address is: PBM 
Arad a CRASH, PO Box 10, 

w, Shropshira SY8 1DB 


ts the way, does. 


anybody ' 
to buy a à úaca Tra Spitfire? 
Going cheap... 


| intoaPBM 
] feniegeia | 


despite (or because of?) being 


“pursaives back to the 























want. 








HEAVY 
ON THE 
FACTIONS 


IN THE PAST couple of months 
I've received several letters eira 
me about à pesca fantasy/RP 
game called Faction Ma cian. | 
was somewhat see of this 
androus game tilithere arrivedin 
my mailhag a leter and startup 
páckaçe from Steve Newton (of 
ewty Games). "isaveyou allimy 
boring wafile — the letter read, 


Along time sh fand ... Om 
long time ago ina ce 
Quite some time 
ago. “Well, about ten montÃs 
ago, CRASH and MICRONET | 
organised a competition to design | 











“a multiuser game for a computer, 
“along the lines of MUD. | gaveta 


go; and was fortunate enough to 
one of the Mi Za which 
wasn't bad for a first attempt. 
Anyway, the point of all this is 
ph sind ria the idea 
à details of which 






room on Mila 
Pta s floor, | wasn't able to 
atteno the convention. 

As you will see, the 
hand-moderated and is base in 
the far paso fa rd 
racovering from havi 

: Stone À Age, 
though the history ofthe time 
doesn't ses it like that, of 
Course. 


Ri pe ra 


the known worid alone, 200- -plus 
settlaments ranging from vil 


do cities, and four distinct Ipes of 


monster, leading to more than 100 


bpesinal. 
The ofthe game isto nise 


| object 
E through the ranks ofthe 


seemthat.J Cottrellisright=ifthe | | magicare hierarohy while 


the cause of your 


| action ún fact, each complements: 
thegther. However, things are not 


that simple. 

Like ai! higrarchias, the higher 
means the fewer, and players may 
find it necessary to “take out" a 
rival in the higher status groups. 
Added to this are the difficullies.of 


| members of the other factions 


trying to do this to you; poisoning 
(very rarety), ue and the 
pecasional Hill Dwar tryingiorape 
vour horse (they supply their own 
stepladiders!). "can | 


| Linderstand, life is seldom dul.. 


And so the letter continues: The. 


| startup Roo contains a very 


clear rule book, a few pretty 


“pictures, a map of the land of 


Trinovia, and a blank turnsheet. 
As vou may have gathered, you 
play the role of a magician, a 
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PBM MAILBOX: DIPLOMATIC 


DIRECTORY 

June is herearlast, butdon'tlet her 
distract you too much ... Just 
remember = be careful out there, 
and keep in touch through the 
DIPLOMATIC 

DIRECTORY . 


E Marketntcad Estate, Kirton, Boston 
Lincolndire PEZO 1 gÊ 
GAMES: Vorcon Wars 726 78: pita 
15; Eambmwood 52; Arcadia 6; Star Empóres 
E Conquest 


TE E Prince Ellacombe, T 
orquay 

TQL IPA 

GAMES: Vorcon Wars 75 (Commander 

BLITAD) 


Leicester LES NO Crescent, Braunstone Frith, 
gta] 4 (55 Belle fuhe) 


-H 1 ad Fez A Crime! | (Death War. 
rios); Frs À Crime! 4 (Megacity Blues) 


GAMES: a Wars 75 (Commander 
SHUT UN) 


| Fa hit E 


4007 Mr C] MeCarhy 


= 39A metro pp ; Wallesey, 


à Broomside o nan ace, Cx ine, E 
GAMES: Vorcon Wars 60; Super Forcon 
Fars 77 


005 


s3 DeepnoreCloe, , Alrewas, Nr Burton- 


: Vorcon Warz 65 (Commander 
PESTIB)S Vorcos Wars 77 (Com- 
mnder SAD); Word o/ Vengeance 
(am's Enpincibles mr Bury St Edmeunds) 


Walnut T 9 Mead 
| E o Duo nm 


4012 Gareth Evans 

4 Wihitelands Road, Thatcham, New- 
bury, Berkshire RG13 4AR 
GAMES: Arcadia 6 (Egg Croinnde) 


Tá Hotimetcld Roni, Liverpool, Merse- 
vside LKS 30 

GAMES: Vorcon WF'ars; Conquest; It's À 
Crua! d (Prestr) 


va David Lane 
23 Florence Road, West Bridgford, Not- 


apart 
Cosas Belh 5; Plaper 16 


EB Merseyside 


GAMES: Vorcon Wurs 72;drsA Crime! 4 


h E eai pa Egr- | 
thpood 44; Kings of Sieel 17, Arcadia; Jr's 


A Crime!; Sevords qud 


*017 Robin van den 
E pero 12, 2392 BX Leidel, Zuid 


GAMES: Vorcon Wars 72 (Commander 
TREBIN) Siarglobe 3 ( Diuichman | 


“018 PBrunstan 
Cac Mari Pun House, Thomastown, 
Aeee Ep AP, , South 


fe 
26 Swinton Harrogate HG2 0BB 
GAMES: Soccer Sr; Si Saturnaha; frs A 
Crime! 4; World of Chaos 


Dellar 
| 1 Prory Grove, Stockwell, London SW3 | 
| GAMES: Strglobe d 


*+021 Stephen Hokt 


Wich, Norfolk NR? 
GAMES: Vorcon War: 6! EC ormmmander 
er Its A Crime! É (Figheing 


Hai) 


w022 Kevin Pack 


1 N 


artisood; Satumalia; 
4; Omom"s Finger; dr's À Crime! 


RR É Casus Bell: Aos 


+023 Matthew Hanson 


teia 
Rê a a Crescent, Graage Mo, 


do A 
Amado 


024 Gavin Marshall 
36 Spur Road, Orpington, Kent BR6 
GAMES: Vorcon ars 7] 


13 Park Road, Barosley, S qWw 

01 
GAMES: Ass (Rilhon' - E Qudel Satur- 
nalia Grend! of the Web), Enchirodon 
(Brothers in Armas), fr's À Crime (Brothers 
em Arms), From The Mouth of Hell CEIA, 
World of Chaos (Rilhon Kerr), Soccer Siar 
(Murming Stur RS League) 


*026 Damian Ma 


Manning 
| 1X Warden Road, Sutton Coldfeld, 
| B735SB 


| West 
GAMES: 5 
| Crima (Merry Mob) 


obr (55 Alton), Fr: A 


1 Underêne Ave diievibeo 
venue, ; 
€ , SY25DY 

Si oba Pour(54 Brogdrvord 
the Guild Alliance), Vorcom Wars 78 
(Plonog) 


*028 John Kemp 
ala iew, Caistor, Lincoln, LN? 


GAMES: Ir: A Crime! 4 (New York 


| Assasnns), Arcadia É (Lord Centatirus dl 
| Fihad City, P2?) 


-+029 Milan Pe 
| 24 Del Road, Kings Nora, Biming 


B30 2HZ 
| GAME: Arcadia 13 Draúg Dur) 


bos JC Fowler 
11 Besconsheld Place, St Agnes, 


| Comwall, TR5 05Z 


GAMES: Siarglobe Three, Arcadia & 


“031 Kevin Edwards 

52 Woodlands Road, Irchester, North- 
ants NNº 7BU 

GAMES: Vorcon 60, Fr: A Crime! d, City 
of Simfe. 


*032 Jason Cottrell 
A apos ln in + Cambs, CB2 


| GAMES: Sanenatia (Axil Taramus), 


Tyramny (PS) 


| +033 Michael R Stannard 


44 Harrington Street, 
South Humberside, DN3s 7. 


Unknoum at Seven Springs Cio) 


| 76 Mount Road, Canterbury, Kent, 


CTLIYF 
GAMES: Soccer Siar (Kilmore Oilert), 


Bradley's Football (Houston Chlers ) 


“035 Paul Davidson 
51 Waterloo Fr a pda rick, Ayrshire, 


Forcon Wars 60 (P 


| Scotland, 


| GAMES: 
* Arcadia 7 (Ped at Moriquendi ( o Con- 
| duel Ande Nori maps T8/19) 


+03 S Davies 


| 16 Clara 5 “Ton-Pentre, Rhondda, 


Mid Glam 


GAMES: hn Mei CRE h Var 
com Pors 64 (Chomub) 


“037 5 Wymit 
60 St Andrews Road, Shoeburyness, 


» 583 9]] 
GAMES: Vorcon Wars 73 (Prifun), e 
con Wim 7 (Sathal), TrsÃ Crime! 4 iM 


cenaries), Kings of lee! (Woodland 
Alliance) 


*038 Richard Gol 
e eb Colchester, Essex, COS 
GAME: Arcadia 12 (player 17) 


tead, Surrey, 
CAME: Saturnalia | Vetrex) 


So ends another lomane Directory 
- dont oia fi aid 
chief Dh; 
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“A new breed... the bes! game ever”. 
AMTIX 


“The ultimate in game satisfaction”, EM JOy, 
C.&V.o. 


Pd RR a 
“The best game ever written for a computer”. Fe No CLA 
ZZaPios Ma = a 
nm ni” 


| | | SPECTRUM 
=irecBircl AMSTRAD CPC 


| t PA EANES ni A Tac: FIRST FLOOR. 64-76 NEW OXFORD 87. LONDON WE1A 128 
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- NOW AVAILABLE - the official Spectrum Upgrade! 
| Turn your Spectruminto Zé 
pectrum + for just £24.95 
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! 
Es ar E pie » ACOBpts alfcurrent Spectrum bio per ce E tina la || 
= Eco! e E software and peripnerals. ha És ba és | 
E z F i a LO E : Je ; 1 Eragk 
TE Dieleta | 4 
Extended “pace bar | 
Compor shui E: 
Soma -— 
imueried comma Curçor controls = Cómma y 
The official Spectrum Upgrade. Natural!y your upgraded 
Computer will accept all the peripherais im your Sincialr system» 
interface 1. Microdrives and so on - a5 well as all Spectrum software | 
with the Spectrum + In mind. 50 the Sincialr upgrade ado! Stylish looks, new | ; 
| capabilities and new potential tor the future 4 
Here's some exciting news for Spectrum owners ... HOW TO ORDER BY MAIL 
the oficial Spectrum Upgrade Kit The Upgrade has everything vou Tfrou require us to do the upgrade for vou Disase sendéFL9D+ E150p+p TotalESEMo. | 
Rego to Dur your Spectrum into the styhish new Spectrum +, Fou don'teyen é. Should you require the do-it-yoursetrkit just send EMA.95+E150p+D. Total E26ASs. | 
nes an understanding of electronies, just the ability to solder a few wires together: The 3 you require your Spectrum to be repaired and upgraded toa Spectrum Plus we have a 
leaftetin the Kit gives clear step by step instrucrions. you're not sure about doing it special offer price of just E50.00 complete 


vourselr dont wWDrTy Simply return your 48k spectrurh to us and for E31.90 + 150 Orders can be Blaced by Using your Access Card om the numbers bejow. PES N 
& + E we upgrade içtor ynu, | E e 


The bigger, better Spectrum keyboard 

The Spectrum + measures 12%" x 6 Ithasa large typewriter-styie Feyboard, 
| tir hard, mogided keys. You find che new sevboaro has a smooth, positive 
CacDON = ideal for tousn-typing word Processing. simutation programs, and 

extended programming sessions. Two rerractabie legs Divea perfect typing position. , | 
There are 58 keys in all including 17 new keys Programmer will be pleased e ções E Ec pi pa 
TD 58 Dedicated punctuation keys. a space bar and separate ni Keys for graphics Ea nd dd SA da SOp, DerDyshiro SKIS BH) 
and extended modes And à reset button aliows vou to clear à program from your Tel : 
computer 5 memory without discônnecting the power supply, 
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Just 25 important, new Spectrum-sóftware and peripnerals will be a 


FIREBIRD SILVER 
REQUIRE 


FREELANCE PROGRAMMERS 


Ifyou think you could write ....... <r 7 
and would like the support and ps 

expertise of British Telecom's I- 6 
own Software label behind you, 72 
then write without delay to: | 


























Chris Smith, 
Telecom Soft, 
64-76 New Oxford Street, 
London, 

WIA 1PS. 

Or phone: 01-379 6755 











In a few months time, you could be reading 
the review of your very own game! 










FIREBIRD SILVER IS A DIVISION OF 


FirEBirc BRITISH TELECOMMUNICATIONS plo 
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Sproing mania has struck CRASH 
| Towers! “It's most peculiar, ' said 
an official Comps Minion, “ever 
sinçe the team have seen Thing 
beer leaping and bouncing 
around like iíhtite lambs! 

Yes folks, for once even ageing 
Lloyd has joined in the fun — have 
vou ever seen a push bike with 
springs? 

'Whesecse, such fun, ' said Art 
Maestro Oli, bouncing into view, 

| hurrigoly giving chase to a bottle 
of niffy orange ink that had 
somehow got caught up in- Ed's 
customised swivel chairas it, with 
he, bounded down the staírs. 

Meanwhile Ben, Mike and Paul 
| fiahtover the Space Hopper found 
in the attic each claiming that they 
found it first and so they deserve 
the first go. That is until the El 
| Grosso Eddy roils in and decidas 
he quite fancies a go. He 
approaches this in his usual 
subtie, quiet, retiring style roaning, 
“Mine! | want a go, and | want it 
NOWT' Atwhich point the rest dive 
| forcoveras he leaps upon the poor 










"Space Hopper and bounces offin 
to the sunset. 

Mearwihile |, your humble 
| Comps Minion, have nothing to 
join in with. No-one ever spares & 
thought for me (C'mon, we re 
talking real deep sympathy herej. 
The only person that cares is the 
voluptuous Sue Quinn from 
Gremiin Graphics who, out of the 
“kindness of her heart, sent me a 
couple of pogo sticks, and now | 
can be seen bouncing down 
Ludiow Highstreet—a regular little 
| tourist attraction. 

However, as Mummy Minion is 
abit past the pogo-ing age, [ve 
got one spare and I'm giving ft 
away! From me to you, Because 
| Emsonice, And! loveyou. Honest. 







































Weil, it's not going to be that 
gasy — time to call all those 


dormant brain cells into action ana 


sort out this spot the difference 


| puzzle first. 


The winner will receive a brand 
new Pogo stick and a copy of 
Thing Bounces Back, the 
amazinaly crazy GremlinGraphics 
game (see review On page 14). 
Copies of the game willalso go off 
to 50 lucky runners up. Spot aliten 
differences in picture B, nng them, 
and post it off to: 

BOUNCING BACK COMP, 
CRASH, PO Box 10, Ludlow, 


a SYB 1DB to arrive no 


later than 25 June. Okay? Boing, 
sproing, bounoe, bound, mpemetememnr 


uti all Fu E EE 
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In Issue 39 we ran four competi- 
tions. Contestants In Imagine 
That, the design-a-game effort 
for DOMARK, will have to wait a 
bit longer. The many entries 
have been sent to DOMARK for 
their perusal, and we eagerly 
await the outcome. The Fergu- 
son/CRASH Mappers' comp 
doesn't close for another week 
vet, 50 more news next issue. 


RE A O ET ——: 








ADVANCE were offering the win- 
ner of this competition a Ghettob- 
laster, a Butch Sweatshirt and 

| headbandanda copy of the game. 
| So, thenoisy and well-clothed per- 
son is Paul Kitchener from Bot- 

| tesford, Notts NG 13 0BA, while 
the second prize goes to Mark 

| Shaw from Hanwich, Essex, and 
third goes to David Sallis df irby in 
the Wirral, Merseysida. 50 runners 
| up'each receive a copy of the 

| arts: 





| Kolth Sanders, Worcestershire, DT13 BAS; 
Arvdrew Patrick, Castietown, bsb of Mar 
Steven Rowell, Tyne and Wear, NEJA 7JS: 
Peter Ticmarsh, Morsaysíde, LTI TBW; 
David Windall, Kent, TNT5 0DH; Tony Mal- 
laghan, Lanarkshire, ML? 5PS:; Colin 
Chung, Islington, London; € Johnson, 
Derby, DET 28X; D Edmundson, Lances, BB6 
BHD; Rober Cruden, Herta, CM22 6AF: 
Margelio Bortalino, London, NIG5BG; Der- 

| rendones, Biackpool, Lances; Stephen Mur- 

 phy, Morwich, NET 9DY;R dPalmer, Shrop- 








BUTCHER 
THAN BUTCH 





shira, SY2 5EB; Darren Martin, Horeford, 
HR AS; 4 Holloway, Hants, POS 9AA: 
Robert Lines, Hants, POIZ 20W; Ivor 
Metas, N Humberside, HUM 2886; Aichard 
K Costhoven, Newcastle-Upon-Tyne, NES 
2HJ; Adam Lumber, Avon, B517 4LU: d 
Tomkirnson, Birmi m, B43 GPA; Alistair 
Scott, Edinburgh, EN12 TDF; David For- 
aythe, Foresthil, London, SEZ3 2JL; B Glb- 
son, Dundee, DDS 3PL: Wayne Miller, 
Wailsall, WS3 3HD; Paul Bishop, W Mid- 
tands, WS10 7NEF; Stuart Ives, Nortolk, NA? 
EN; Delroy McQueen, London WT2Z; David 
Horton, Wolverhampton, WVYGOTO; Richard 
Hail, Stafta, B7T 243P; Jude Hurley, Guont, 
NES 2DE; Wayma Davenport, Inam, Man- 
chester; Gary Phillips, Wolverhampton, 
WAIT AHE; RJ Wade, Stafis, STI TNX,; Mark 
Bruce, Essex, 1010 15F; Crash Reader, 
Gloucestershire, GL5Z 6DY; Phillip Kilen, 
Landatt North, Cardiff; Guy Higginson, 
London NW'3; Crash Reader (1, Watlord, 
Horts; Math Buxton, Kent, DAS DAZ: 
Richard Hibbert, Cheshire, SK15 3HD; 
Simon Firth, Lincoln, LNG 85P: Colin Prkes, 
N ireland, BETIS BHF; R Cattan, Cheshire, 
WA? 4LW; Russell M Judd, Mord, Essex; 
Matthaw Holland, 5 Glamorgan, CFS 10E; 
James Griffiths, Cheshire, WAI3 DAY; 


| Harown Siddique, Middlesex, TWS3 2NU; 


Peter Taylor, Shropshire, SO TLG. 


BAZOOKA BILL"S 


TROUSERS 


MELBOURNE HOUSE took a leaf 
outotex-Ed Graeme Kidd's shoes 
Forgive the mixed meaphor) and 
had a pair of Doc Marten boots 
ano a pair of combat trousers to 
give away together with one of our 
CRASH T-Shirts. The winner is 
Gavin Home irom Holyport, 
Maidenhead in Berks (incidentally 
with the following sizes: Foofsize: 
9, Waist; 32, Inside leg: 29) 

dO runners up each receive a 
copy of Bazooka Bill. 


Paul Winnard, Go Durham, SRB 1PR; M P 
Sims, Kent, CT1 1YF; Gary Baker, Surrey, 
GUZ4 0LT; Jonathan Wright, Berkshire, 
AG11 2LH; Paul Tagã, Herts, 5614 2ED; 
Thomas Roach, Berkshire, SL4 SDT; Mark 
Fletcher, Cleveland, TS10 IND; James Sal- 
| tows, Beds, LUG ITA; Jerome Kringle, Che- 
Shiro, 318 14 Bh Barrett, Kent, TN23 
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2XY; Marc Hanmore, Esde of Wight, POJG 
BDT; lan Pope, Kent, BRB TSE; F Douglas, 
Plymouth, PLS 4EW; Simon Crofi, Stafis, 
DE 13 8PZ; Michael Armstrong, Cumibria, 
CAS TXD: Jonathan Ademson, Co Durham, 
SRB 2NG; Nicholas Stylli-Aoussok, Herts, 
WD! 5BL; Steven Evans, Herts, 5612 DPY; 
Chris Beck, Rotherham, 561 29R; Justin 
Crisp, Lincolnshira, PES TUU;K Parsons, WN 
Forkshira, BD41 90L; Robert Allen, W Sus- 
s0x, AHIS IRS; Stoven Irving, Cumbria, CAS 
4BY;, Andrew Lewis, Worcs, DY+121DA; Neil 
Penk, Liverpool, Li 2UD; James Godbesr, 
Dorset, BH21 6PE; Kevin MeCalterty, Nre- 
larud, BT4T 2BY; Dennis McEnaney, MHord, 
Essex;L Marples, Chesterfield, 844 GUD; 
Dorek Cooper, Lolcestor, LETZ STZ; Carl 
Powell, Middesex, UB4 BSD; lan MeVicar, 
Chrdebank, GB1 4PF; G Gittins, Leicester, 
LE100BU; Brendan Fisher, Derbysihire, DES 
aTB; Matthew Casson, Devon, EXS 2LW; 
Hamish Rust, Aberdeenshire, Ab5 9Y A; 
Timothy Store, Winchcambe, Glos; 
Stephen Tomilinson, Lances, FWT TDT: Hew 
Bucknell, N Humberside, ONT4 9HT; Mark 
James, Midiothian, EHI4S TLX, 


, 





Be Shaken not :i 
CjANIjoRSa- 











WIN A FERGUSON RGB 
MONITOR, SPECTRUM 
PLUS TWO AND 
MONITOR INTERFACE 


For the third and final time, 
those generous people from 
FERGUSON, famous for their tele- 
visitons and monitors, are offer- 
ing CRASH readers the chance 
to win an MCOS Monitor and'the 
necessary Interface to link it up 
to a Spectrum. Ando show just 
as willing, we've throwm in 
another Spectrum+ 2 for the 
outright winner of this competi- 
tion to celebrate the Adventure 


CRASH June 1987 


Trail EXTRA. 

The MCOS isa very neat piece 
of equipment, allowing you to 
enjoy a firstelass colour display 
for your games, and it also dou- 
bles as a telly- so when you tire 
of searching drawers, picking 
up keys and using passcards, a 
prod of a button, a twiddle of a 
knob, and you can tune into East 
Enders. 

As you can imagine, this kind 
of technology doesn't come 
cheap - the Monitor and Inter- 
face would normalhy set you 


back around £245, and when 
you add in the Spectrum + 2, 
you're talking in the region of 
E3TS. 

To win this prize all you have 
to do is write down tha correct 
answer to the six following 
CRASH Adventure Trail ques- 
tions on the back of a postcard 
(or outside of a sealed envelope) 
and send it to us at: ADVEN- 
TURE EXTRA COMP, CRASH, 
POBOX 10,LUDLOW, SHROP- 
SHIRE SY8B 1DB to arrive no 
later than 25 June. First correct 
entry out of the boot of Roger 
Kean's Deux Cheveaux wins the 
Monitor, Interface and Comput- 


er. The next ten runners-up will 
each get CRASH Hats and 7- 
shirts for being clever — and 
lucky. 


1. Name Hewson's 'gem" of a 
text-based adventure. 

é. Godzilla in Kent? Whoever 
could be the author? 

3. HyousawVran, which trilogy 
would you be in? 

4. Type in Frodo's birthday - 
which game's that? 

à. Pete Cooke of Tau Cetifame 
wrote which of these adven- 
tures? 

a) Snowball 
bj Urban Upstart 
C) Bored of the Rings 

- Name the three games com- 
prising Level 9's famous tril- 
ogy. 


eo Y [1 Ls] 
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FULLY COMPUTERISED TEST 
AND PROCESSING PROCEDURES 


Automatic Tes! equipment is used to assist in the repair of all 


| leading computer products. Mary of these have been designed 


and but by Verran and subsequently sold throughout the work. 
The advanced technology allows us to ofler our repair services aí 
rock-bottom prices to-all our customers No one can match us in 
periormanceand price, 

Guaranteed relsabibry is one of the most important points in 
lhe selection of who should repair your computer. We are proud to 
oHer our SEX MONTE GUARANTEE. Within the first three months 
we will repair ary fault FREE. From three to six months onby half 
he quoted trade prices would be charged if your computer 
developed a fault 

Ta record the safe recept and despatch of your computer we 
have invested in the most advanced computer system available. 
Each customer umit is logged and checked before retum. Whilst 
Jour -COMpuler 15 mn cur possesswn, or in fransit to you, our 
nsurande prondes comprehensive cover, 

To be assured thai the service you get is the bes! available — 
use Verran. Ne always remember hat QUALITY 18 NEVER AN 

É E ALWAFS THE RESULT OF D 


ACCIDENT, FF 
E EFFORT 


SOAK RACK TESTING subjects your computer to a rigorous 
series of tests over a period of between 2-8 hours. Stringent quality 
procedures like the soak rack ensure the high standard ol sernca 
Our CEtomets have come to expecl. 


UNBEATABLE DISCOUNT 
ON ALL COMPONENTS 
Over £500,000 worth of components currently in stock. 
Unfortunately we are unable to display our complete 
range, if you require items not displayed just give us a call 
on 0376-66266 and we will be pleased to quote including 


BU CPU 2) SS10) Processor la 00 
ULA BOOM Ria -BS26 CIA 12.00 
| Power Supply 6.80 6581 Sid Chip [5.00 
ROM * TO SOlZ2s Craphic ROM 19.00 
416 RAMS As SULA Basic ROM 100 
ETA 650 40 SUlZo! Rernal ROM 15.00 
ETX Bla so 06114 House Resper 10,00 
Reyboard Mombrane BS8o - VIC HR CO 
Spectrum “800 4164 RAMS - Memory 1,00 
spectrum Phis 8.00 Power Supples 
Metal Templates 3.00 CA 19,80 
Reyboarcl Mats 2.00 CS IBX 15.00 


Adithe above prices include VAT but please enclose a further £ 150 
post and packing on all component orders. 
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TRADE ENQUIRES (0276) 6267] TELEX 858199 Vertan G 


OVER 3500 PRODUCTS 
REPAIRED EACH DAY... 

At our Head Office in Camberley, Surrey, we provide repair 
facilities for leading companies such as Amstrad plc, 
Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and 
many more. Now we are going to offer you the consumer 
high quality repair services at TRADE PRICES. 

In the UK we employ 200 staff to fulfil our customers re- 
quirements in a quick and efficient manner, Factory space 
of 34,000sc.ft. and offices in Switzerland and Germany now 
make us the largest and most advanced computer repair 
centre in Europe. Your computer and software is worth hun- 
dreds of pounds - send it to Verran and you will undoub- 


FANTASTIC LOW PRICES 
p- 





To obtain a quotation on amy other product just call (0276) 66266 
quoting the advertisement reference number. 
| Send your computer sacurehy packed, accompanitd by chegue, postal order (made 
Payable to Verran Micro-Maintenancea Ltd) or quote your Access or Barclapcard Number. 
2 Quote the special offer referenoa mumber displayped at the bottom of this advertisement for 
your 88.00 DISCOUNT on the trade prices. 
LETTERS FROM OUR CUSTOMERS 
Trealhy fol! [must write and thank pou for the excellent servos | received” 
Bira | Cilbost Plymoulh 
Tam extremely deligited and would like do thank you again or the quick and efficient service 
Cf your Company”. Paul Dnala, Abesdesn. 





ferran MICRO-MAINTENANCE LIMITED 
UNIT 2H & 2] - ALBANY PARK - FRIMLEY ROAD 
CAMBERLEY - SURREY GUIS5 2PL 
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Trinity term has arrived, and in the penas apro aa returning 
students are themselves out on college lawns in a determined 


effort not to do amy work Meanwhile, those who have Finais in — ulp — 
Magdalen | 


pi: A attractivo properties of 
Bride as they finsily realise thai the last bit of work they did was to read 
haif a Penguin introduction in their second term three years 


cameras clicking. 

One thing at least that won'tbe ke 
timetable (and I've 
the pastime which E 


ing me from my wondertul revision 
a new one now, | got fed up with the old one) is 
racted me constantiy in my second year two years 
ago: plaving the latest computer game releases, | may stillload up an old 
one, but | know what my tried. nd tested favourites are like so the 
| compulsive interest and urgency isn't there. Elite, Doomaark's Revenge, 
eb SE st to ama andando p 
have more time. As for games like | Dum Darach and 
the Magick, I've come o psd these after many dedicated and 
- bi E ee 
game. o sooner or and | 
ap The Professional Adventure Writar when fhave enough money 
to spars, but two pieces of software in six months when | used to buy 


three a month isn't an impressive total. The reason is simple; almost 


Ra je ne recontiy a Jetro ita ro Ta 


financial resources 
lts hardiy worth re-iterating what every esplayer must 
 bewell aware ofthese days, that the amalgamation ol Small. innovalive 


Elst into big multi-snationals has resulted in a Of stan- 
from underneath. 


y that | mean that the pr 
VIA RCA Sa 
do ragga so age bs dd content - the game an 
the ideas appearance — has drained away, 
Someone, | supposa, pin these f and TV licensed games. | 
| presume, ih faEt, that they must be a really Commercial concem for the 


ago. Oxford. 
| fi pre Le e di At Japanese. 


| are judged not onty Sion 
—“entertain an audiençe in the 


programming. ofa game 
à machine with attribute locks trying to epa | 


| media licenca has resulted in a good game, butonthe whole these types 


of product are being turned into marketing exercises. The cyniciam of the 
big companies is irado bo ; they must know there's nothing artistically or 
intellactually y satisírna about these pieces of software, but | should | 
pie ipa E they shift a reasonable number of units then such constd- 
ara sra vá as ae 
ere were always games, but in the one found honesthy 
products like the classic among ad Pro Great Sd ço Race, and 
games with improbab from some- 
one's back Db jd Pç mede more common , IWO years ago, 
for a game to fail down on presentation and E dr 
imaginative input. | am interested in computer games as self-justifying 
entertainment; works of art, f you use the word in a broad, a 
sense. Partoftheertis entertainina th é rito plays of Shakesp 
their but their ability to 
o ei theatre — —a part ofitis ho visual design and 
someth quality. En quan nm coding itse arg IS 
a game wi with imaginative coding, and so were Elite and Knight Lore in 


“ Eleginos is the word | would use to describe the aesthetic effect of 
rogramming like we see in and the Mike Singleton games. 
game is designed from the start with the Spectrum in mind, and 
re an idea which is going to be a computer game and not anything else, 
we will not see software with these qualíties. Theoretically there should 
be nothing to stop designers taking a theme from a film or television 
programme and using it to build a computer scenario, but in practice this 
seems to paralyse the creative abilities. 

Wargames are the last bastion of the old-style bad games. [am unlikely 
ever to find myself revigwing a film license in Frontline, despite the 
popularity ofwarfilms recently. This would be a good thing if the standard 
of presentation and abç drgiilddo of wargames was higher! Inthe mean- 
ir Te | ought to be grateful. My purse and leisura time (which ought to be 
revising time) are now freer than they dsad to ba. 


producers or there would be no point in making them. Ee a 


BISMARCK 


| Producer: PSS 
| Price: 9,95 


mis: game occuples a position |. 


somewhere hazily between strat- 
ey counter-moving and simula- 
ton, is in PSS's familiar house- 
Style, as opposed to what seems 
to-be their 'imported' style; that is, 
we have slick machine code prog- 
erdarã nice p 
of rather bland and pretty 
cs, and the admittedly 

any" com-box. 
The arcade sequence, which is 


lon terms 


pr able from this description, 
Eno in é Code. an optional frill. 
h attempts to occupy a central 
tion in the game, and justifia- 

ly So. when you consider the 
scenarnio; nf concentrates on the 
part played in World War | by the 
smarck — one of those unsinka- 
bla shi which inevitabiy go 
down. Historically the Bismarck 


lived up to the tradition set by the | 


Tikanic, and the gemea of this 
computer simulation of the brief 
serving life of the ias of the 
Kriagsmarine" does lts best to be 
authentic In this respect. 


The Bismarck was launched into 
| active service on 18 May 1841 and 


sunk by the flagship of the British 


home fleet, King George V, on 27 


May. lt NES to head towards 
the mid-Atlantic, where it would 
the British batteships busy 
and allow its companion-ship, the 
Prince Eugen, to attack the mar- 
chant cônvoys safety. Before It 
could break out into the open 
ocean it was barraged not only by 
half the British navy, who had 
intercepted its radio mes 
lc ge ana 
ately, Dut by air attack, There 
is a detailed and welk-narrated 


Becount of the Bismarck's nine- 


day relgn in the rulebook, which 
sets the scene admirably and indi- 


ualises the various British ships 
which appear on the screen. 

The map shows  westem | 
Europe, Iceland, and a portion of 
the North Atlantic. If vou accept 
the default option to play the Ger- 
man side, à shows very litlle else 
when the game starts; the Bis- 
marck, a small square with a cross 
on k, awaiis orders at the top of 
the screen. Although the sur- | 
rounding ocean is teeming with 
British batileships, convoys and 
aircraft cariers, the German 
player is only intermitantiy made 
aware of their positions. 

There are icons on the map, in 
the form of a flag and windsock, 
representing the command centre 
and weather station of whichever 
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I'm greatly encouraged by the volume and quality of mail I've 
getting ever since | appesaled to the nation. Quite clearly 
"many wargamers out there who are 
interest, and involved enough 


been ge 
there are a 


enthusiastic tour 


* outs oftheir own troops, especially 
| in periods before the invention of 


the radio. The computer is the only 


| medium with a reasonabie chance 


to write at length to Frontline. H onty | were allowed more 


space, | could print a wider 


onofyour gba 


cross-secti 
dence. Many people have asked if it would be 
have a wargames chart, and thanks to the incredible Kind 


(they asked me to put that in) of my editor, there now 


wilibe. dis cao que qu par 
to help create a CRASH Wargamers' Top Ten each month. 


HIDDEN 


INTELLIGENCE 


par Euipça, 

| Your comments inthe March issue 
“of CRASH conceming the pros 
ând cons of load nd war- 
game were very interesting, par- 
ticulariy your request for more 
information on the “hidden rules". 
My own view is that part of the 
appeal óf these games is that they 
| lack most of the verbiage normalhy 


E 


| E Ê 
me 


associated with wargames rules. 
After all, how many real generals 
were provided with reama ol 
statistics? 

The most significant problem 
that has plagued every type of 
wargame is the ability of the par- 
ticipants to see everything thal's 
happening together with the tela- 
pathic way that troops are able tó 


 respond to any new situation, Not 
“only should-the hidden forces be 


hidden iram each other; bath gen- 
erals should often have only 


| limited knowledge of the whereab- 


Here it is folks, the chart you've been waiting for (your chance 
toengage in some strategic voting). Letus know your favourite 
five strategy programs, and enter a draw for E20's worth of 
software and a fabulous CRASH T-Shirt. Five runners-up will 
also receive a T-Shirt, So post those coupons today. 


= | | 
The following are my five favourite strategy games 


in order of choice. 


ain 


of being able to incorporate such 
concepts but little has been done 
vp to now, apart from using 
anonymous squares to hide the 
identity of units. | also find staring 
at the wallpaper while my oppo- 

nent makes his move rather tedi- 
ous. 


The onhy that has come 


| close to what | Would likg to see in 
[a computer wargame is Doom- 


dark's Revenge. Just imagine an 
historical scenario incorporating 
the same features, The “armies 
woutel become divisions, or co A 
sach having acommander with 

own personality Ne problema 
connected with hidden movement 
(and many others) would be solved 
In ways that no wargamer could 


"have envisaged a few years ago. 


Sil we need now is brecha with 
the time and inclination to turn the 
dream into reality. 

Yours strategically = Bryan Hurt. 


ma dd of Mike Singla- 
ton's games and it astonishes me 
that, with several prolific and pro- 
tessional software houses special- 


| | ising in il gt no-one has 


genuinely antistic, 
rum-streching like 
Doomdark's Revenge. | agree that 
limited intelligence is one thing a 
computer car handle gasily, 
although | don't know f lack of 
communication between gensrais 
and troops could be made to work 
in pracice, 


LEAVE HITLER 


ALONE 


Dear Philippa, 
|would like to make a plea through 


your pages to the software com- 
panies producing wargames. 


Almost exclusively software 
houses stick with the old faithfuls 


| of WwWiland Napoleonic periods, 
“no doubt because they are the 


most popular and therefore com- 
mercial, 

However, on receipt of each 
new release | and a few friends 


invariably study the battte or cam- | 


paign in more detail, therefore 
pasa a knowledge. | firmly 
believe it relgases covering less 


popular would inspire 


serods 
| similar study (eg, Naseby, Six Day 


War, or Ancients). 

So: there it is; please, all you 
authors — give a Ittle thought to 
other theatres and periods and let 
poor old Napoleon and Mr Hitler 
have a temporary rest. 

One other thing in parting. 
would like to echo the eb 
expressed by Ally Hume in Issues 


Ai | 37 when he made a plea fora strat- 


v games creator (| remember 


| 89 
"| Argus Press advertising one for 


In the unlikely event that | win the £20's worth of software, | 


would like the following games (not necessarily strategy!) 


Completed coupons should be sent to PO Box 10, Ludiow, 
Shropshire 578 1DB, to be received no later than June 1Oth 
1987 


| the C64 some time & 


+ Would a 
conversion be in or 


Em most Ea vi ou 
research a 


sounds an excellent iva a 
na most for your money, and 
COMPpensa F scanty Or uUmim» 


aginat ckground material in 


| bro tl Die On the subject Of 
strategy 


e creators, Bob Kerr 
of Bury St Edmund's has written to 
say that he finds the 1983 Lothlo- 


| rien game Confrontation, hich 


remtly has à very comprehen- 
sive set of user-definable Options, 
to be ideal for this purpose. 


CONCISE 


BUT... 


Dear Philippa, 
Just dropping a note about the 
ame Samurai you reviewed | imthe 
ICRASH. Iits rules were “con- 
cise and uninformative, Bud did | 
po give them 80 percent? 
Nealson, London. 


| wondered that too! Probabiy for 
the same reason that a tank from 
Tobruk mandered into Vulcan. 
There were a lot of typos in the 
April CRASH Frontine. Here is a 
correction: 

RULES 60% 

Concise and uninfórmative. 


ge = 
| 
7 Dom 


Doomdaark's Revengeis an old 
game now, but-it's still óne of-the 
best strategy qu available for 
the Spectrum. Tony Beadon from 
Letchworth has written in with 
advice about one of fis more 
Bgsoteric.elements, the Crowns. 
The Crown of Imimel isto be found 


| inthe Hillof Haginoen, and should 
| be taken by Luxor to any tower, 
| where he will be told the position 


ofthe crown of Varenand; auseful 
fashion accessory which-draws all 
the other characters you controlto 
Luxor's position, magicalhy. you 
visit a tower with a-crown im your 
possession you will De told'the 
position of the next crown, and 
some of them have surprising and 
entertaining uses. 


Several of you have sent strategies 
ior the new R T Smith game Vul- 
can, including Frank David Beilby 
from Doncaster, Sandy Nook 


| from Liverpool, and Mogens 
| Laurisd 


en ali the way from 
Denmark. From their detailed let- 
ters, I've collected some general 

tips to help you make a successful 
start. on the game. 

Forces should always be con- 
served, particularly the panzer 
divisions, and offensives should 
never be launched until all your 
forces are. 

It's always bást to travel along 


| roads, unless there's no alterna- 


tive. Enemy units usually do. But 
beware of ambushes! 

Attacks should be made from a 
posftion of strength by stacks of 
three or four units. But be careful 
about stacking t00 heavily in the 
face of Axis air superiority, as this 
lnaves you vulnerabie to enemy 


| airpower. 


Raccerces are oltenmore useful 
than air strikes. 

Mountains make excellent 
defensive positions for dug-ln and 


fortied infantry. 


Aliad tanks are starce so | 
should be used sparingly; they re 
particularty useful for attacking 

infantry units caught without 
cover. 

Never allows units to run out of 
supply, as this lays them open to 
attack. To conserve supplies when 
fortifying, use a misture of dig-in 


| and hold commands. 


you're losing abatte, run for it! | 





ln am age in which honour was revered, from a lime when grace and 
beauty were virtues, a class of warriors set lhemselves apart to 

dedicate their lives to a perfection in combal that in itself was am 
artform, to a discipline of mind that became a religion. The attaining of 
such excellence required an extraordinary diligence in selfdenial and 
inúning in order to achieve the ultimate accolade War Lord: Kendo, 
hurate and finally Samurai are the tests lhal must be mastered 
betore such honor cam be bestowed. 


Welcome to the ultimate challenge! A two way test of skill and merve — can 
you out manouevre lhe awesome ogre and blast a path through the myriad of 
cotourtul bricks? Are your reflexes adept enough to retrieve the specding 
missile, defelected from its block shattering journey or regurgitated 
contemptooasiy from the ogre's mouth? 


E w 
Monty the Mole is still om the run on his most exciting and exacting journey 
to date, a whisthe stop tour of the capitais of Europe, acquiring more than 
just the local scenery on the way. With Intermole and the local gendarmes 
hot on his tail Monty must Fl his booty bag with enough continental 
treasures and currençy to effect an escape to his dream island ... Ba 
Montos. 


that's 
“outof 
thisworld 


KRAKOUT ER) —d | a Ryo AS 
(BMBS/128 89.99 Tape 514.99 Disk (Bo Ph MEP 


ALF WIEDERSEHEN MONTY 
CRH6S/128 Amstrad 49.89 Tape 
414.99 Disk. Spectrum 57.99 Tape 
— SAMURAI TRILOGY 
CBM64/128 Amstrad 59.99 Tape 
S14.99 Disk. Spectrum 57,99 Tape 


Spectrum 47.99 Tape 
Amstrad 59.99 Tape 414.99 Disk 
MSA 57.99 Tape 


AA 


Gremlin Graphics Software Ltd., Alpha House, 10 Carver Street, Sheffield SI 4FS England. 





dne-time reviewer and | ?| aying 
Tipster ROBIN CANDY r 

to the pages of CRASH o dio: 
Ccuss the arguments for anú 
against a software industry rum no ) 
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tualiy tuined up; “after ir ires by the p 
to cale E house” E Daclgrouna, the so 
ater E prove no 





- e ies which. 
| -producing companies — a 
n Spectrum games-pro ith us, have bee 
Some of the a ho are either No longer Wi roumstances 

tr pá E or have otherwise change | 
bough - ou 3 | ? 
dramatically: 


es Press Software) 
pothtorien a Ma stertranio! 
abacus (coased trading) Pe pe radial) À 
pia E Prism EB Eronntarito Res mo daÍnes 
pddictive Games ç | US Gold) Micromega (stopped dons mution) 
tre Iinternationar. Micro ative Sparks pnstraDu 
pa Is Press Gotvare) Mikro-Gen fa 
AMP na Games A ration (viro | 
Pini in as se) doing games, New Gene a prardit 
no era e dae trading) Mobile House (ceaseo oia) 
e istogped) phippsAssociatet Co 
ari es E fi 4 trading) Poppy5o Oq Ê EMA 
putomata (cesset (censed trading) 
es eitiet TebacUM) Poster iG anda 
Beyond E as Sotiware) procom (ceasel al Ware) 
Bug STONE! Qquicksilva (Argus Press Sotnas 
Carell Imastertrom ia DESON Desiar, Pi rain ag A, 
Crystal Computing e sevelopment onty) e Pb (ceased Spade 
war Fantasia (Adventure Internationa! lis Aichard Shepherd o by Elite Systems) 
Digitat Fan IS Gold) | Richard Wilco” ii úicê 
| | iceasad rating) Seven le o a CRL) 
aro ris (CA hardware onhy) | Silversoft unia la The Edge) 
| | Ê ] ! ; à ] TVE FER | TJE=1 
Elephant (censed ai consod trading) fim escaad trading) 
Dori a ad Quest, ceased trading) Terminal (ceased trading) 
Fantasy o a trading) | ultimate (US Gold) 
Games Piper recelvership, sold tó Quear) Visions (coased trading) 
a ainbird British Telecom) Vortex US Gold) 
| Lyversoft (osased trading) 
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Americana 


Engisit Vire Ultimate 


ARGUS PRESS SOFTWARE 
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The evil Sea Uri 
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Nintendo is available from the stockists featured, If vgu have any questions or have 
difficulty obtaining the product, write to HiTechiElectronic Services Ltd, 
Unit 28,200 Rickmansworth Road, Watford WD1 7JS. Of 'phone: 09232 41811 


E 
[ 


JE " Hamleys Gloucester Toy Shop am Fenwicks 
+ Jenners Aliders Department Stores. Selfridges 
-— Toys 'R' Us Toy & Hobby Carrefour 
E Grattans Argos Superstores Fine Fare 
Littlewoods Mail Order  Woolworths & Kidstore Makro 
Freemans Mail Order Jolly Glant Asda 
Kays Mail Order Tesco T For Toys. Telebank 
Empire Stores Mail Order Gamleys erdee o 8 ORE 
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Win a is game and a host of other goodies in. 
a e pourne House's vi 


RL OT di OEM | 
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ue to GEE rRERE computer Re a why: cam REA 


j A. SHORT STORY | = they leave us to ourown devices” meaned poor old - | 
By JRR Minion > pb Samoas he tipped over an elven Goblet that was |- | 


nestling in the grass, still glistening from the misty | 
dew. Sam got up and muttered something under N | 
his breaih and promptly threw-the Goblet into the» 
ar. | 
Meanwhile two halfings were frolicking in a | 
nearby leafy glade when the Goblet came flying 
into view. BONK! 1 went as at landed on the 
head of. Stirhante Vizer (the ponas chvarf at Mel. 
boume-House); 'OwwwS,.. exclaimed the staré Ç 
ted halfing. Now, what am F going to do with 
this?" 

1 know! said a fair maiden named Jo, whose 
voice was as fresh asa lark's song, We'll give dl 
à away in an amazing competition in CRASH — we | 
can even get the winner's name engraved on it, and | 
We can give posters, games and mugsawaytos! | 
And that's exactly what they did'do! 
THE END 


g Hobbiton had a strange air about it oné particular 
morning. None6f the Hobbits quite knew what 
— was going on — even the wise old Tooks were puz- 


TO so; said Frodo Baggins as he walked out of 
his cosy hole this bright and sunny morning, “what 
is going on? 

Tdunno Master Frodo, s ming strange;' said his 
long-time friend Sam Gameee, still trying to wipe 
p the sleep out his: eyes after a Heavy night on pld 
* Barleymow's ale: Ít'snot them nasty old Black: 

Riders again isit— [ze don't like them, funny people 
| if you ask me." he continued, 

“No, Edon t think so, answered Frodo: seratching | 
É his bottom, 'theairsmells of that Melbourne House - 

É lo 
“Oh gar, they gumme the creeps Al think [ze going 
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q WIN x An engraved silver-plated goblet! x 









- Copies of the game! EMug a and postes too Hui 
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E So, there we ara, Or you — depending on which 





E way you look at it. Malboume House is stump- = +. 
E ing up the silver plated goblet, with the win- HOBBIT 4 E va 
É ner's name engraved on it, anda copyol - MORDOR - 













Shadows of Mordor as first prize; then there's FRODO 
E ten second prizes of the game, posters and SAM ai 
É Mugs, AND ten runners up prizes ofthe game. Vá j 
é To win one of these fabulous Tolkien- -BSQUe RIDERS vw 

E: goodies simply find all the words in'the follow- GOBLET 
E ing wordsquare and post the solution off to: 

É. SHADOW COMP, CRASH, PO BOX 10, LUD- É SHADOWS 4 
és LOW, SHROPSHIRE SY8 1DB - and make SMASH 


É sure: that you get 'em here by the 25 June. = mM Na DE | UM t 
o f ph Er a 


ETOLKDFROD “Sad NNW E DF, 
' J K fo 6) E | Ro | Á - 
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| HoHum.' De spwing'is spwung, de gwass iswis . 
“| it'sabouttimeto deal witha few of your letters. HEI haven't 


ADVICE 


“and 


responded toyour letters yet, thenit'sa running possibility 


an either: 
“Iwill, or. 


lo They've got lost. 


The latter excuse was validated to some extent by the 


Great Kean, who informed me that some may have been 


mistaid during the recent game of musical desks at 


| CRASH Towers. 


equipped with five-pin DIN plugs 
at each'end, but S you are 
heavily into a olcistn iron, 


| melted bits of plastic, Dna 


E | frisiration, | wouia suggest 


| Jon Bates answers his 


long neglected readers 


| letters— andgeis down 


to some serious 


interfacing in the 


| 8 Bs regarding the RAM/FLARE 


(reviewed In Issue 


4 Novembir 1986). For those of 
s you who have experienced 
-: im getting ha 


tiguit hold of'the 
Music À aáchine, the address 
Bp Sd later on, 
lost questions. revolva around 


ng of ular music 


Ee laioduis do ParenibIe you! ve 
- | gotanything speo 


fio like this to 


E a then send me an SAE and 


ag putand replyto: 
amore general nots, Phil 
trom Essex wonders if he 

di 128 and à RAM 


vos, 


1 | riane Músico Machine to the 
1 cHeETaM MKS keyboard, lí so, how 


and what would ba the result? 
The Music Machine, which sa 

into the VO port, is equipped with 

Midi”, "Out, and Through." To 


interface midi devices you nseda 


midicable= thus is intacta lead 


Music Machine 
tratth the notes played on the 


| ie 
coma E capabilities, 


you buy one made up from amusie 
orelectronios siare, tiyou connect 
“Out of the MkSto In" onihe. 
YOU ln find 


will sound from the 
Músic Machine audio cutputs. 
However, you must check that 


| both the MKS and the Music 


Machine ara setto lhe same. midi 


“channel, otherwise you wont get 
a ii OUEt ofit, By careful use of 


vou can get it 


ft vips wir drums and also: Ive 


whatever voice you have sample 
The drums themselves are- 


buift-i sampled synth with: our 
“own sample you can play this 
“voice from the external, rridi 


controliars fin this-case the MES), 


“-andhave the drums play their own 
| pattem which you have cunningiy 
achine. 


written into the Music M 
Oneslight law is thatyou can onty 
up tó tu 


| simultaneoushy on the Musie 


Machine from the MKS, or indesd 


- any external midi device, so 


chords are definitely out. The. 
itsait will play as many notes 
simultançously as the device il IS 
connectedto will allow, Aeheapsr. 
way would be to use the Mint 
interface from CHEETAM al os. as 
which. iwouio allow you to control 
the 128'5 internal sound chip, but 
with no samping ordrum facility. 
RAM/FLARE havé threatened to 
the Musig Machines" 


with the 128 im mind. a 
mean that different sofiwara 
coupted with the hardware could 


| the casto C; a uti wi 


Mr 


come vp: 
seund aitocis (known to the 


OTECHONICHED 


On the other hand, you can 
streton your pipe gabi you can pigk 
upa and head with 


respond to midi very) intellhgentiy 
indeed. The rate seems to 
Es aboui ei '5 for a model in 
reasonable nick. You Can then 
have à Music Machine, controlled 


| from the Gasto (or vice versa) and 
have endless fun as well as 


sampling; sequencing anddrums. 
ator depends whetharyolsõe 
156! expanding the system. AL 
justurder E 100, the MRS wauldbe 


ldealif you are going teexpandthe | T: 


| SOUND FX FOR CHEAPO 
MULTI-TRACKERS 


Ernie eine from Liverpoól has 
than idea tor inserting 


as FX into yo pur rauilti- 
: e acao 


| course bet by 
|: Spectrum Re cut as the 


e drumlacitios | 


orgraater drum 


stém in the near futura, 
owever, | would think thala 
second-hand mid-equipped. 


| synth would'be a 
| pis dis Hiyou con foca 


tha Music Machine immed 


y 
“you could always try linking, thé 
- Synth andihe 8 via the midi 


outteton the 128. Details of how 
this i is done are contained in 
CRASH No 28, May 1956. RAM 
ELARE can be fbund at Unit 15, 
el ui eee Park, 
pr Ari 


“His obrcáton isfora tour-track 


cassete machine it will also work 


onany machine thatcan'bounce” 


| sounds fromonetrack to another, 
but owing to either italow Cost or 


“m or ua ua 
Di Pi id su 
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| 


CHONICHEDNTECHONICHENTEC 


| vast oversi by thedesign 
| e dona Ti provided with 


-auxiliary insert Domisras in a fair 


majority ofthe cassette multi-track 


machings. 
re righttuly points out that it 

is always best tô record sounds 
where possible without reverb or 
detay, and then add il later when 
you ave a rough idea of the near 
overall Sound — thus avoiding 
overkill in any depaniment. 

Having done this, kesp one 
ias free for the FX and then: 


yo u wantto add the. EX tê: 

: Take a phono lead trom the 
Tape Cut-of that channetand 
teed it to the input of your EX, 

— belt Spectrum or otherwise. 

'3, Take another lead from the 
output of the FX to the line 
hd Fa the Channel you have 


| Kept 
Es Playback from the original 


channel but simultangously 
Des on the pare channel, 
tim dirnnd to do so. 


| Sound source mixed in with the 


dade treo aci togelhior willgive: 


few três at this to get the 
volumes and EQset comectiy. 
tis never a good idea to have 
one gain control fat out and 
another only just on. Don't 
forget that the FX unitmay 
have ts own gain controls too, 
Keep an eve on the inputlevels 
onthe channel tobe recorded 
onasvouwontwantto 
averoad twould you... dt 
could be tres expensivol 


5. talhas gone to plan you 


should now have two tracks 
from tha same source — ore 
"dry" and one with added FX, 


IEyou-are using an effect that 
doesn't allow you to hear the 


you the result in one = this would 
require careful forethought about 
the whole. recording pro 

though. nagar will 
help rute to prada the process: 
Happy multi-trackina, don't blow 
SesEAAn up! eo vou nextmonth. 


SIMON GOODWIN 
returns wilh news of a 
program designed to 
make playing tips a thing 
of the past: an automatic 
infinite-lives POKE 
generator! PLUS help and 
advice for owners of 128s, 
Discovery disks, 
Microdrives and 
snapshots ... 


he bud mn TE BRSIG Ro “C hanTom yt 


mentioned in April 's CRAS) ii As À a 


| Some: circgumstancas ; 
fo m pio are reordered —tor 


paço pesca beco me És 


bug “eursor-control lines like this: 


“LET X=X+DX AND 
INKEYS="8") = DX AND 
INKEYS= 16º) 


| o voutype thatintoa128as 
written, the computer will 


! am “ mistakenly indicate an error after 


“TUM to get his prograr 

| into ABI BASIC peida dad E 
ig Na Then he entered. 
the tricky line, saved the re: ui, q 
ided the file into 128 
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o Thesel 
| Eq imitating till 


the first closing bracket. But o 
: ERRA Rae RR bracket, it. 


inthe 128: s Editor 
À aren' trios butthey ca 


“get round the ão 


À vt k 


“Asimilar! trickis needed! toenter | 


monitor, but uniike the Plus Two 


uses a separate BRIGHT line 


which few monitors can accept. - 
Video guru Chris Howland has 


written in to explain how the. 

| | BRIGHT signal can be combined 
wititheRed, Green and Bluelines, 
so that BRIGHT character- 

|| squares appear correctly evenif 
My e r monitor hasn't got a BRIGHT 


| Di aEsd tiros salta iQniai 

|| diodes— the IN4148 ds au bite, 
“Cheap and common — andiiree 
| "Som résistors. 


Connect the resistors and 


es À with the endofthe 


ed with a ring (the 


now howto || 


BRIGHT IDEA 
THE ORIGINAL b black Spectrum, 
128 has an output for an É à 


cathode) on the far side from the | 
resistor. Connect all the cathodes | 
to the BRIGHT outputirom the | 
computer (pin 3), and connect the 

lnúse ends of the-resistors to the | 
Green, Redand Blue butputs (pins | 


“8 Tandã). ttdoesr'imatter which: | 


way round the resistors are | 
connected, but it's vital to get the | 
diodes the right way round,as | 
shown in the diagrarm.. 

“Chris has tested this circuiton 
Ferguson MCO1 and MCO 
monitors, and it should work just 
as well with other RGB linear 
displays. lt won't work with RGB | 
TTL monitors; which are limited to | 
eight colours. | 





7 Vad 
READING 


IF YOU'VE GOT a keypad and 

you're fecling keen, vou can read 

ts 18 Keys using a machine-code 

routine inthe 128 Editor ROM. You 

j ortunatery, as YOU Must page 
he £X BASIC ROM to gain 


sto the Editor. The follbwimo 


lanation |s a bit esoteric, but | 
ISty the techies! 

E ep is to disabte 
intermup en swap Rolis by 
Cigaring bit 4 om port 32765; vou 
can get the value of the other bits 
from BANKM. alt address 23288 
Bit 3 selects between the two 

res RAM banks, and bit 5 
ontirois the hardware “Jock” that 
makes fimpossibleto get into the 
I28 5 memory when you're usina 
thecomputerin 48K mode, Bits 0, 
| and 2 select which of the 


a 


RAM pages appears in the 


VOLEX 
UPDATE 


IT'S BAD NEWS, I'm atrai 


lies fedi 


eight 


a | 7 e a" ã, | ia 
E STELA Eres AMT 
, 


NH OQughton 


tor. as | explained last vear. 

A call to address 280 will return 
with the zero flag reset if 
something's wrong — eg it there's 
no Keypad or too many keys gre 
depressed, Otherwise tha valia in 
the E register tells you what's 
going on. 128: indicates no key, 
values from 91 to 107 correspond 
to unshifted keys, and 108 to 125 
indicate that the O/SHIFT key is 
depressed (ahh!) with or without 
another key, 

Hemember to-restore the ZX 
BASIC ROM and to then tum 
interrupts back on, when vou've 
finished reading the pad. 

Other useful routines in tha 128 
ROM are at 2865, to write a 
character to the MIDI port, and al 
295, to send one to the R5-232 
Both require that interrupts are 
disabled, and send the-character 
in the A register. 

You can read the R5-232 by 
calling 289, again inthe Edito 
ROM. Ifa character is received the 
carry flag will be-set on return and 
the character-code will ba in A. 


IN LAST MONTH'S St 
5 J Harding was wWninde 


eu ai 
n a. 
fatia 


ettei Ti 


EF 


[A Pd 


RM 
“ 
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PES Dana 
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a. a ps 
Dos treta 
o + 


bd 


q. BE, 
e 
pm O = 


di am dem e do 
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JULY TIPS 


AMONG OTHER GOODIES 


i “Bim on Goodwin 
TECH TIPS. CRASH, PÔ Box 10 
Lucdlow Pirata Sra 1DB 





ONLY £5.95 


30R YOUR SPECTRUM 


Dry, dusty deserted field, in the heort of Arizona, Soft 

est the londing clows of the Martian silver ship. 

Many were the cockles of delight from tall and vicious 

chichens. Oft strolled through cheery coctus grove went 

Loppo our young hero, showed peocefully contentment, 

H broken shell of Elephant Bird across his path become. 

His eyes and eors alerted up. His nose o-twitchy raised to 

he wind. He sou them leave their silver ship; he sow their mutant hatching. He heard 
their evil plons for dogs and beasts. He sold, “shall not fear these fiends from Planet 
Mars, they ore but chickens”. He wished he hodn't for every single chicken turned to 
where he stood, and hoisted vp their feorsome weapons. With nothing left to do, he 
jammed the broken e99g shell on his head. The confusion reigned for half o tick and 
while he ran away, à thousand Flaming bolts of fire burst all around his tail 


AVAILABLE FROM ALL GOOD COMPUTER RETAIL OUTLETS 


Softwore Projects Ltd, Unit 7, Begrbrond Complex; Allerton Road, Ulcolton Livergoo! LPS 7SE 
Ielephone: 051] 428 03 Talar. 4070 
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Please send me FALCON: The Renegade Lord 
Commodore 64/128[] Spectrum 48/128[] 
| enclose a cheque/postal order made payable to Virgin Games 
and crossed 
Total £. 








[Please do not post coins or notes.) 
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Virgin Games, 2/4 Vernon Yard, Portobello Road, London W11 2DX 
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Producer: Durell 
Retail Price: E7.95 












































br Rad e decir ad 
ofa lateral move 


Author: Clive Townsend 


à entral security of the Die- 
tators mountain hideout 
“was breached and details 
of his missite systems stolen in 
Saboteur 1. With the Ninja warrior 
who undertook that mission now 
dead, his sister continues the 
work, using the newly. acquired 
miormation to alter the missile's 


Vs ago 

o-do thatour Ninjette must first | 
enter the headquarters, which are 
protected by androids and pumas, | 


the time 
Durell have had to pis ço | 
“Saboteur || itens Ei on 





| by choosing her moment to drop 


from a hang-glider. There she finds 
an armoury, missite silo, offices, 
lifts and underdeveloped open 
areas. Inside the complex she can 
run teft and nght, jump up, drop 
down, or use ladders to reach 
other levels, while avoiding vam- 
pire bais in the lower levels. 


AHhough android quards carry | 


throwing knives and flame throw 
ers, with each programmed. in 
Lnarmed combat, they can be 
evaded and their weapons 
avoided by leaping or reaching 
areas where they do not follow. 
Androids and pumas can be killed, 
by punching, high kicking and 
finging objects, (a martial arts 
ihrowing weapon is initialy car- 
red), but their great strength gen- 


slightly. | 
| worth having as a follow | 


= can sã Joan! Rs the Avenging Angel herself, about to be dccosted by nasty 
roids. 


erally requires several lethal blows 
to be delivered very accurately. 
For every blow landed and oppo- 
nent killed, money |s Gamed, 

“No energy is consumed by run- 
ning or climbing, but puma bites, 
burns, drowning, falls and contact 
with quard's weapons reduces our 
herome's reserves. This can be 


| replenished by standing quistly in 


screens where all quards have 


| been killed, or do not follow. but 


“ Saboteur II is as appealing 
as its predecessor. | had 


hours of fun playing the | 
Erigirial — this ob ia te | 


pet Hs qualíties and lots more. 


sound; which may imply that | 


it's a copy rather than a con- 
tinuation. Not at all! Playabil- | 
nu has. bina presta; | 


same aspects 1 q 
e ntehraã se dA pe, bi a 
re, it's well | 





up.” 








| crates containing objects, such as | 


| tons of computer tape have been 
| collected. When acquired com- 


| | gharacters, tendency to flicker 


| other 13 












[Rae | 
seio NOTHING 


“INER WMERR 




















not by waiting on ladders. 
As progress is made through the | 
"00 or so flick screens, supply 






pieces of pipe, spanners, knives 
and some items not immediately 
identifiable are discovered, Crates 
can be searched - a stash 
searched message appears when 
this is complete — with their con- 
tents successively displayed inthe 
near box at the screen's base, 
Wien there, they can be trans- | 
fered to the “held” box and sub- | 
sequentiy huried at attackers. Only | 
one object can be held at a time. 
Computer tape may be con- 
tained within supply boxes, and 
when sufficient has been col- 
lacted, it can be used to redireci 
the missile. At higher skill levels the 
terminal next to the missile can 
onhy be operated when extra sec- 









































puter tape pieces are displayed at 
the bottom of the screen. Other 
computer terminais control iifts 
and the elecirfied perimeter 

fence. | 

ÚÔnce the missile's flight has 
been altered, survival depends on 
estaping by motorbike, along the 
single exit from the mountain — the 
tunnel protected by electrifigd 
fences = betora missile launch. À 
Clock shows time remaining until 
ignition. 

Únce a mission's been success- 
tulhy completed, the néxt game 
level, with its separate mission 
objectives, can be started. 




















pec 







| iesto colour: ada and 
Graphics: large, nicelydefined | 







Sound: Er pd dor | 
| Skill teveis: one: codesfor | 


over 700. 








General rating: involving and | 
Et ngi Sl inc pa | 
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THE ASTONISHING ADVENTURES OF 


Is AlIIÊ 


AND THE SHE VAMPIRES 
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| Producer: Piranha 
| Retail Price: £7.95 
| Author: Ram Jam 


ampire  hunti int 
| everyone s idea oia hobby, 
| but Mr Weems thinks that 


it's a pretty good way of passing 
the time, With this in mind he sets 
| out to kill the Great She Vampira. 

Having entered her Mansion, Mr 
Weems discovers that 's a six- 
level, flick screen complex of cor- 
ridors and rooms with locked 
doors. Collected keys unlock 
them, but there are hidden doors 
as well, and magic transporter 
blocks, 

On each lavel Weems encoun- 
ters bat-infested cofins and pots, 
lumberina, But stupid Frankens- 
tem monsters, and menacing she 
| vampires with street smarts. lithey 
| Bump him in the night, they give 
| Weems anaemia. Should his blood 
| count ever fal tô zero he suc- 




















cumbs tô death, but Weems can 
turn vampira himself and replenish 
his blood levels by picking up the 
blood botes he finds on his 
adventure, He can also pop a 
smart-garic pill to give himself a 
short-term immunity to others' 
bigodsucking attentions, 
| Not content with merely smel- 
ing like a French chef, Weems also 
totes a garie-firing gun with 
almost limitless cloves; there are 
garlic bombs to be picked up en 
route to. when used, these 
remove offending creeps from the 
show, but are ineffective when the 
| Ultimate level is reached. Points 
are awarded for each creature 
creamed, and when when all 
bloodsuckers have been removed 
from each room, cofins cam be 
destroved, a point being given tor 



























every one blasted, 
On reaching the ultimate level, 
CJF be-garticked vampire 





enthusiast finds the Great She 
Vampire's penthouse lair. Therehe 
can killher at his leisure, but onty if 
ne has acquired the secret 
weapons — a stake, a mailet, a 
mega-garlic plece, a mirror and 





























crucifix — contained within boxes 
on each of the levels, Ônce col- 
lected these are shown on screen, 

If he manages to despatch the 
Great She Vampire, Weems must 
make like Seb Coe and leave the 
vampire-naden Mansion before 
her enraged minions can seek him 


| out — but if that's what you like 
doing for a hobby, Bon Apatit. 
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Producer: Bulldog 
Retail Price: £1.99 


j ftar vears of research, Dr 
| Jackie perfects the ever- 


lasting youth potion which 
he has long sought. However, on 
downing the mysterious brew he's 
transformed into his evil alter ego, 
Mr Wide. Foolishly Jackie pro- 
duced no antidote before this 
metamorphosis, So, the secret 
laboratory of Dr Piqued (a rival sci- 
entist who may have formulated a 
remedy) must be found and 
entered if Jackle is ever to feel him- 
self again. 

In this arcade adventure, Vide 
cyeles through Hyde Park before 
entering the sewer maze which 
hides Piqued's lab. A bird's-eye 
view is given of the park with the 
screen serolling vertically to reveal 
pathways in the four usual direo- 
tons. 

In the park, our hero discovers 


| usetul objects, such as à double- 


' headed axe, a sea-sickness pill, 
some vanishing herbs and sparkl- 
ing gems = four of which can be 
carmied at any one time. They 
assist Wide im solving riddles 
which take him further towards 


Piqued's hideaway. An on-screen 
message gives hints (can you 
swim'?, go left) and identifies any 
acquired tem, with an inventory of 
camed objects available when 
required, 

Once below, Wide abandons his 
bike and tiptõoes through a 
labyrinth of sewer rooms. some 
rooms quickly diminish Wide's 


energy, whilstothersare fulloígas | 


which increases the time 
countdown against which the 
game is played, yet more fill with 
rising water. Hasty exits can be 
made through doorways. 

Creatures fatal to the touch lurk 
in some sewers, while others 
merely reduce Wide's energy level 
which must never reach zero. The 
rate of energy loss is diminished if 
Wide cares appropriate objects 
(for instance, the sea-sickness pill 
counteracts nsing water). Energy 
réserves are topped up by firing at 
the 'intelligent spike'. 

The park can be revisited from 
certain sections of the sewer. 
However, once left, the scientific 
scoundrel cannot return through 
tha same entrance. On re-entry, 
Wide receives a full complement 
of energy. 





é Seenfromaboveon hs Pen Farthing, Wide prowi the pathways of Hyde Park 


looking for an underground entr 
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O “ Iwas beginning to think that 
Bulidog would be one of the 
most notable budget software 
houses around, Feud was an 
excellent start and Colony had 
quite a few good points. How- 
ever, Jackle and Wide is disap- 

inting in comparison. The 
basic plot of “find an object so 
you can complete a sub-game' 
has been used to its limit by now 
and should really be forgotten. 
The underground sequence 
looks g00d but plays badly and 
the Hyde Park section is very 
primitive indeed. Uninteresting 
and at times tedious so lasting 
appeal is very limit º ea 


O Ispent most of the time with 
Jackie and Wide mandering about, 
trying to work out exactly what | 
was supposed to be doing. How- 
ever, during this ramble idid notice 
that the screens were nearly all the 
same = in fact all aspects of the 
graphics are appalling. Also, a little 
sound would have gone a long way 
towards making play more enjoy- 
able. | will give some credit though. 
the game is original, but perhaps 
you can t expect a great deal for a 
budget price, " 

GARETH 


O “The instructions are vague 


| and unhelpiul. However, | found 


the gameplay to be very simple, 
and spent my time wishing that 
there was more to it. Graphically, 
the program ranges from colourful 
and distinct characters to plain 
and unimaginative backgrounds. 
Despite the strong story line, 


| Jdackle and Wide involves little 


more than trudging around and 
getting very bored, ” 





BAD FOLLOUMU 


HITS | : 
i fik | 1 *.1 LIBISEL IS 


GOLD OR Fi? 
| andei Control keys: Q/A up/down, OP | 
leftnight, Symbol Shift to fire 
Joystick: Kempston, Interface 2 
Use of colour: rather varied; often 
excellent, sometimes dull 
Graphics: busy scrolling back- 
gróunds and reasonable sized 





Underground at last! The corpulentiy evil Wide seeks his Kinder alter ego in the 
SEWErS. 





MO ul GULLAR 


sprites 
sound: poor 
J RIELA VET Skill levels: one 


babá lo dado velo, PRXPRPTERER ETA 
cuntendnt Screens: scrolling park area, nine 
sewers and the final chamber 
| General rating: A good, and often 
original idea falls into a sadhy 
clchêd game lacking content. 
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TAKE OUT A YEAR'S 
SUBSCRIPTION TO BRITAIN'S 
BRIGHTEST SPECTRUM 
SOFTWARE MAGAZINE 

AND WE'LL GIVE 

YOU THIS GREAT 
SPECTRAVIDEO 

'JOYBALL 
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DEAR GURU DENISE 


La is id incradible! Once again you've over- 








«extended y fon 

ly crawling form, gh Eua Denise? 
«In that Case | justenclose r | ue/pos fui E 
side M ) made outto NEWSF D, for f2 issues 
deo “Joyball Controlier, which | 





LJ lencloss £+5 because my Subscription runs out soon, so please extend lt, starting with 


Issus Number [|]. My existing Subscription Numberis [TI TITTT) 


[) Lenelosa E22 because my Subscription (Abroad) runs out soon, so please extend it, 
starting with issue Number ( T)- My existing Subscription Numberis[TITTITT] 


Switch allows the Joybalito to 
be rotated through 180º 
the. controls to be 
regrientated for 
handed or 
players. 


and 


| QUICKSHOT IX“JOYBALL' CONTROLLER 


| Large Spherical X-Y Controller with pivoting action 
| -Two Enlarged Fire Buttons for left or right-handed play (see separate 
| pane!) 

| Auto-Fire Switch toggles between single or continuous fire (ses below) 
| Left/Right Fire Selector Switch 


fire action. However, depending on the interface used, LEDs and rapid 
| fire, requiring a +5v retum supply, may not operaté with tha Spectrum — 





left- 
right-handed 








à-Foot Sleeve Cable with standard Atari D-connector 
Subject to nórmal Spectravideo warranties 


Please Note: The Spectravideo ' Joyball" also has LEDs which indicate 


please consult your interface manufacturer's manual — but this does not 
affect the directional controis or normal firma operation. 





Ih 





DEDE EO DE ETC ET 
Address da adote fed od debe dolo Ro REED REL EST ET SETE TE DELLE CEE EEE EEE 


dead dede Lda 
PURA ) 1 


Dodo fdo edad dono Rodo bal DobaRo Ro o ROEDOR DESERT O DRE SEE E 


ab bala df Lei e pa bed FENEDES Asa sad nina eta a a pu di na e Rd q ad a aaa 


This oler is subject to availability dg 


GURU DENISE, CRASH SUBSCRIPTIONS, 
PO BOX 20, encpe SHROPSHIRE SY8 


1DB. 
“EE 


PLEASE NOTE THE 
NEW ADDRESS! 








j 
| 
| 
| 
| 
| 1 
| 
| 
b 
Ê 
| 
| 
4 
| 1] 
É 


ES LIST 
oo Se 


EE PR 


Ed 
k 


"WriSdo* “EEE 
Tipo RE = isa 


1986 KONAMI Ed | O HM |. = sê A “e + = VÔ. 
i a : Ea sda AMP 
ARKANCO Licensed fom Saito Corp. 1984. J £ Ú | Fri =: SPECTRUM £7 95 COM E £é 
Seroen shots taken from various compuler formais BEE — 

AA AB TATE By EFUMAA E aa | =" o TRAI TD EEÇTÃ tias 





Sum. 


- — E E E 


— — 


SN EE 
af T % oe Siad, AR 
E - E da 1 a Ed 
r z |? 

] 


ARMY MOVES 


DDCRE895 AMSTRAD £8-95 KONAMIS COIN-OP HITS £9-95 — ALL FORMATS 


“MAG MAX CiGarme Design Nonibutsu. 


ARY ADV ES “E 1987 Lorne Design Dinamo 





Producer: Alligata 
Retail Price: €8.95 
| Author: Operasoft 


ack to Victorian days when 
| the Queen never smiled 
À and Stanley had lost 
| Livingstone, 
In an attempt to discover him 
Stanley sets out into 63 flick 
screens of the African jungle after 
the good doctor. Moving left, night, 
ducking and jumping from plat- 
form to platform, Stanley's task is 
to solve problems, for instance, 
switches open barrigrs, but cannot 
obviously be reached. Hidden 
exits once discovered allow him'to 
move on to the next level, 
Diminishing energy can be 
replenished in time-honoured 


EIVINGSTONE 
| PRESUME 





“ The ideas withim 
Livingstone are an eniovable 
combination of old and new 
— it takes the platform game 
a bit further with the addition 
| of four different weapons. 
Most screens present a 
“Now, how do | get out of 
| that?” problem, but they 
aren't frustratina, and can be 


most rewarding when com- |. 


pleted, The gr 


generally it adds up to am 
pleasant little game that 
should keep a good chunk of 
spectrum owners amused 
for some time, " 





“ | haven't seen a game in this genre for ages — it SIND makes 


| a change from all the usual stuff and no mistake. The plot's fairly 
simple once the phrase book English on the inlay has been 


deciphered (Livingstone is a: 


game), as is the gameplay 


once you've worked out the bohnvidur of your weapons. The 
presentation, graphics and sound are all well above average so 


Producer: Activision 
Retail Price: £9.99 
Author: Software Studios 


oward |s.an extra-terrestrial 
duck who has been mysten- 
ously spinted to Earth. He 
looks a bit odd, but is an amicabla 


soris too, but they have just been 
kidnapped by the Dark Overiord, 
who has taken them to his abode 
on Volcano istand. Howard is a 
mite peeved at this, and so he sets 
Out on a rescue mission, What he 
doesn't know is that the Overlord 
i5 expecting this sort of reaction, 
and has set traps to capture the 
leathered hero. 

Tobegin with, the player's name 

is typed in and the level of p 

| selected from the four aii 
novice, intermediate, advanced, 
and expert. The levels differ in the 

number of lives granted, the 

| enemy's aggression level and the 
length of the game. 

“The screen displays a view of 
the island, with Howard automati- 
cally parachuting onto a pathway. 

| The joystick is used to move How- 
ard around, and he can go any- 
7.|! where as long as the landscape 


HO CRASH June 1987 





fellow with two friends, Beverhy 
and Phil. Beverly and Philare good | 





this isn't a bad buy at all, although I'm not too sure it will keep 
|| most peopio playing for very je o 





ANA uh MONICA a ri 


aphics appear || 
to suit the action well and | 





tradition by picking up the food 
and drink he finds on his travels, 


| Zero energy causes the unsung 


explorer to lose one of his his lives. 


On his quest our hero must bat- | 


tle past, or avoid a crop of man- 
eating plants, sithering snakes, 


| dam-pufting pyomies, watching | 
| eyes, coconut-chucking monkies, | 


quicksands, bullets, canibais, 
alligators, scorpions and tumbles 
into deep mine workings. Should 
ne fall foul of any of these a lifa is 
lost. As an added problem Stanley 
finds that a flapping sea eagle is 
out to get him. 

For protection and help the 
intrepid | Mictoran cares a 
boomerang, daggers, and gre- 
nades, which must be used with 
care if he is not to self-destruct. 
Adaitionaly he owns a vaulting 
pote to help him reach higher plat- 
forms. The strength with which 
weapons can be huried or vaults 
made is reguiated using Space, 





subject 
Unusual event, so on this level jade Duck is quite per aas 


antsurprise. The pro 


aids 'as film 
Ao computer game formed, e 


the only ea aro o 7 
upto a s usual standard, and the db Sound 
“are nd functional -the o ] 


stat the control iara quite: tricky. Hov 
| game às an average, But u unir 
quite expensive to to boot. ” a 


allows, scrolling the scenery as he 
goes. The fire button makes him 
jump, kick and punch, the action 
depending on his situation. 








lows Howard's heroic joumey 
across the island. First he has to 
find the back-pack which he drop- 





matter is an | 


The first part of the mission fol- 


» Ongofthe6Iflickscraens of 
Livingstone, with herole Stantey in 
search of the good Doctor. 


“What a pleasant surprise 
Livingstone is. The graphics 
totally suit the scenario, and 

| there are many different col- 
durs and some VERY attrac- 
tive bits of animation. The | 
screen is set out superbly - | 
you would expect loads of 


colour clashes, but in fact 
they're disguised very well, 
| The equipment'that you carry 
and the foreigners that you 


meet create the perfect 

atmosphere - | especially 

liked the piranhas that jump 

out of the river. This game 

| has so much content and it's 
sheer fun, " 


ped during the parachute drop, 
This contains a Solar-Powered 
Jet-Pack, a Microlite Flying 
Machine and a portable Neutron 
Disintegrator. 

Having fognd the pack, our 
feathered friend makes his way 
around the island to a volcano, 
home of the Overtord. Hazards are 
encountered throughout this jour- 
ney: mutant slime has to be 
jumped and mini-mutants intent 
on Howard's capture pop up from 
molehills. These are dispatched 
with swift, wellaimed kicks, and 
jumping on the molehilis prevents 
their re-emergence, 

Should Howard reach the foot 
of tha volcano he is automatically 








E ad 








| and an illuminated icon at the base 


of the streen informs of the object 
currently held. 

Points | are 
despatched attackers, but jungle 
lite can be tedious, so watch out 
tor five gems which may lie in 
strange places such as birds' 
nests; only when all of these have 
been collected |s there any chance 
of passing the secret temple. 


COMMENTS 


Control keys: Q/A up/down, 
OyP lefv'right, Space to fire 
Joystick: Kempston 
Use of colour: no clashes lots 
used to make colourful and 
vared screens 

Graphics: neatly described 


characters, gocd animation 
Sound: ro tune on 48K and 
tow FX, title tune and beiter FX 
oni28 

Skill levels: one 

Screens: 63 

General rating: À modest 
sounding game tha! surprises 
for ita polished design and 
interesting play. 











strapped in to his microlite. He 
must then fly over the mouth of the 
volcano and parachute in. 
The | penultimate section 
invólves a dangerous run through 
a crumbling cave. where falling 
stalagtites and holes in the floor 
impede the duck's progress. 
When-this has been negotiated, 
Howard meets the Overlord in a 


final, deadly confrontation. The | 


evil kidlnapper dies when shot 
three times with the neutron disin- 
tegrator. 


Playability 
Addictive qualities 
Value for money 
| Overall 





awarded for | 


Producer: Quicksilva 
Retail Price: E8.95 


mono Bómbyx Moons are 

| | almostentirely composedof 
mM pure Talanite, which the evil 
Necrons are-ripping off from the 
Bombyxians. Terran civilisation 
can offer them far more. To that 


| -endyou asa star Commando, are 


sent to the Bombyx Moons to dis- 
pose of Necronian personnel and 
their military and communication 
installation. 

Ferried by tha mother ships 
'Zhukov' and “Coral Sea' you're 
dropped to a moon's surface in a 
Red Scorpion space fighter. A 
head up display views the combat 
zone on a horizontally scrolling 


SCTSBM. 


Red Scorpion moves left, right, 


| forward and back, with direction | 


indicated on a navigational 
“ir apa The craft camies 
Our vision systems: microwave, 


which detects underground instal- | 


lations and looks through 
camouflage; infra red, which 
detects fast moving objects; ultra 
violet which identifies Talanite 
sources; and natural light. 

It carries four threat detectors, 
activated when enemy targets 
come within range. These detect 
above ground structures, Talanite 
mines, armed aliens, and Necron 
missiles. Additional help is given 
by the “Coral Sea which relays 
information about Necron missile 
launches, 

Enemy fire damages Red 
Scorpion's shields, with a two- 
figure number at the top left of the 
screen indicating their condition. 
When that rating falls to zero the 
next hit destroys the craft, 


The ship's armoury is made up | 


of armour-piercing missilas, clus- 
ter bombs, sonic stunners, a multi- 
fraquency electronic warfare sys- 
tem, and a particle cannon. Points 
are awarded for each enemy target 
destroved, and a total is showri al 
the top of the screen, Ten on- 
screen icons show the status of 
weapon and vision systems. 

Both mother ships are used dur- 
ing the operation, a rendezvous 
can be made with the Coral Sea 
and Zhukov provides heavy cover 
fire, this however causes damage 
to the Red Scorpion's shields. 

Complete the mission success- 
fully and promotion is yours. 





O "What's this, Batilazone with 
a plot and a strategy element? 
Nobody could possibly cope 
with the nasty icons, the hostile 
craft that you cant shoot 
because you're supposed to be 
friends and the rest of the abys- 
malky slow and over-compli- 
cated gameplay. The graphics 
are as well defined as most vec- 
tor graphics, but the icons leave 
something to be desired in the 
way of clarity. On the whole I'd 
give this a miss, it might have 
been worth a look for two quid, 
but for nearer nine pounds it 
lan't worth it. 

BEN 


O “Um sure thal there's a per 
fecily good game in this pack- 
age... somewhere. ff seems to 
have been lost in the unhelpful 
instruchons = too much seenano 





| and not enough fact. The mhole | 
| idea of a Battlezone type game is 


always enticing If the graphics are 
tast and flicker-free — but this one 


missoes ou! on the former. Red | 


Scorpion is well laid-out, but it 
lacks the necessary speeo. " 


O“ mesure the authors are disap- 


pointed with Red Scorpion; | know | 
| am. The packaging is very good, | 


with a generally professional feel — 
but that's what you expect when a 
company has been around as long 
as Quicksilva. Their experience 
doesn't come to lighton the game 


though, which falls far below stan- | 
| dar and is nothing more than a | 


poor Batiiezone variant. The icons 
on the bottom of the screen are a 
nice addition, but when compared 
to something as shck as Real- 
time's semi-ancient Tank Duel, tt's 
not upto scrateh. 





Control keys: W/H up/down, O/P 
left'right, J or bottom row to firé 
Joystick: Kermpston 

Use of colour: some distinction 


| made between craft 


Graphics: wire frame 3D 

Sour: limited 

Skill levels: one 

Screens: continuous landscape 
General rating: Slick instructions 
impty complex game, but really 
there's nothing much new in this 
variant 








= The view of an enemy pilibox appears on your Red Scorpion head-uo display, while below, icons indicate the weaponry 


avaitable. 





nr 





THE FINAL MATRIX 





Producer: Gremlin 
Graphics 
Retail price: £8.95 


ur heró, Nimrod the Biop- 
ton, has been called upon 
to rescue his felow Biop- 


| tons. Captured by a bunch of 


untrendiy Cratons, the hapless 
Bioptons have been taken hos- 
tage, and locked them away in the 
matrix, a network of prison plan- 
eis. 

Despite all the mirackes of 
technology, molecular transfer (je, 
“beam them up, Scotty) hasn't 
come about yet, so Nimrod is 
required to toddle off into this 


potential death-trap all by himself | 


mn an attempt to rescue the cap- 
tivas. 

The matrix spreads over a vast 
area of the galaxy, but since its 


“extent is unknown, the first task | 


to locate matrix planets and then 


| “Take t from me, The Final 
Matrix is a ruthless game - so 
f you're not planning to 
spend quite a while practis- 


|| ing then you may as well 


ignore à. However, and 
| here's the crunch, it's a really 
addictive and highly exciting 
| game. There's plenty of con- 


tent, but it's very well pre- 


sented and so not too daunt- 
| ing to play. Graphically, Mat- 
rix is quite odd, but nonethe- 
| less pleasing to ho eve, The 


display remains consistently 


clear, although the way the 
screen scroils (not til you 
reach the very edge of a 
screen) cam be ofiputing 
when a guard suddenly 
appears from nowhere. It's a 
neat 
offers quite a bit to experi- 
enced games players.” 








entertainment that | 





infiltrata them. The Bioptons have 
been scattered throughout the 
matrix, so Nimrod is going to be 
visiting several planets. Locations 
is achieved by ra a display 
monitor called the Pentavision, 
which identifies matrix ptanets. 
The on-screen-sights can be man- 
ceuvred so they cénire over a 
planet, and then Nimrod is trans- 
ported to its surface. 

Ônce down, the hunt for the 
hostage is on. The display 
switches to an unusual isometric 
view, scrolling horizontally or verti- 
cally depending on Nimrod's 


| direction, and W thai isn!t to be 


aimless he might be thankul for a 
map. Fortunately Craton telly isn't 
all ts cracked up to be, just map 
programmes for entertainment, 
but seeing one isn't so easy. 

Cratons appear to look down on 
their TVs from a great height. This 
forces Nimrod to stand on tep of 
the monitor tô look at the map. 


Lucky for him, then, that upward 
thrust-paks are available to propell 
him into the air so long as he 
approaches from the nght direc- 
ton. 

Having located the hostage, 
Nimrod can return to the launch 


point, fellow Biopton in tow, and 


ascape. The retum route through 
tha maze is indicated on a scanner 
top=right of the screen. Of course, 
the Cratons don't sit idly by, the 
matrix is littered with guards who 
are all on the offensive. Nimrod 
does have limited firepower at the 
outset, but the Cratons are a touch 
careless, and ifsearches, powerful 
weapons such as megabolts are 
to be found lying around. 

The matrix planet maze is rep- 


| resented in different shades of one 


colour, each with their own effect, 
To succeed the style of floor 
designs, and their effects, should 
be remembered, for in addition to 
the patroling guards, there are 





- On bosrd his craft, Nimrod consults the Pentavision for clues as to the 


whereabouts of a matrix prison planet. 





planet's surface 


| wouldn't go 
| though...” 





| “As an arcade adventure, 


The Final Matrix presents | 
some extremely devious 


| puzzles and a whole host of 
| planets 


to explore, The 
graphics are strange in thai 
they use an unorthodox, | 
overhead viewpoint rather 
than the normal 3D perspec- 
tive; this looks odd, but 
works unusually well, 
backdrops are neat and 
clearly presented, with a 
good use of colour, although 
the serolling is a bit on the 


jarky side. Those who perse- || 
| vere will no doubt find a || 


worthwhile challenge in Mat- 
rix, but be prepared to spend 
a lot of time going to and 
from the title screen: it's 
tough.” 


“ Pm sure that this would be 
much better suited to Grem- 
lin's five quid semi-budget 
price tag than nearer eight 
pounds. Having said this, | 


| Final Matrix is a very original 


e. My only 


and versatite 
Ps much too 


is that 


| na 
difficult, a first time player 


would be lucky to survive for 
more than a few seconds, 


| and after playing for a con- 


siderable time ['m stillhaving 
trouble progressing through 
tha game atall. Generally this 
is well presented both 


“graphicalhy and sonically = a 


tune and a title screen 


amiss 


mines, energy draining Diocks, 
black ice ana, tathal disruptors, 
Nimrod's mission isn't going to 


| ba easy, buthe does have 99 eons 


tó do it in; unfortunately, one Biop- 
ton eon is equal to only one of our 
minutes. Ho hum .. 


COMMENTS | 


Control keys: definable 


ut Kempston, Interface | 


Use of colour; monochroma- 
tic playing area 

Graphics: fast in space, tidy 
and unusual 3D on planets 
Sound: good general (and 
spot) FA 

Skill levels: one 

Screens: space screen and 
large scrolling suriace play 
area 

General rating: This unusual 
andaddictiva game presents a 


very tough challenge. 


Presentation 
Graphics 
Playabilrty 
Addictive qualities 
Value for money 
Overall 
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The Graphic Art Deparimentisthe mostpowertul, mostversatile graphics design program 
available forthe AtariHome Computers. l'ssimplicityotusemakeita joy forpeopleofall 


agesto paintwith. Ithas more than 30 differentcommands to choose from. An incredible 128 ! | 


diferentcolours can beusedinanyonepicture. A three stage Zoom feature allows one the 
ability to dovery detailed andintricatework. 

Other features include: the use of textin your pictures, 40 differentbrushpatterns.abrush | 
editorto create your ownbrush patterns, character editor, circle draw, brushspeedcontrol, À 
mirorandyoucanevenobtanaprintoutofyour pictures. Thesearejustafewofthemany D) 
inefeatures tobe foundinthe GAD, Ask yourdealer forademonstration now. Disc; £29.95/ 
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Producer: Palace 
Software 

Retail Price: E9.99 

Author: Steve Brown and 
Shaun Griffiths 


| mardiy a month goes by with- 
| nã a fighting game appear- 
| ing on our reviesw pages. 
However, amongest all the oriental 
offerings Palace's latest release 
takes us into the age O! mythology 
“witha beat 'em up featuring great 
| hunky swordsmen, evil quardians 
| and strange man-gating crea- 
tures. 


| The background is straight out 

of any Boys Own action story, tel- 
ling of Drax, an evil sorcerer, who's 
pe after the beautiful (and very 
wet; Princess Mariana. Uniess 
she's delivered to him he shall 
unieash his unspeakable wrath 
upon the people of the Jewelled 
City. Drax gives on x one alterna- 
tive = the Jewelled City must offer 
up a Champion to defeat his own. 













Champion after champion is 
defeated and the Jewelied City is 
losing hope, when, from the for- 
gotten wastelands of the north, 
comes a mysterious barbarian 
willing to take on the awesome 
task. And'quess what? That's you. 

Barbarian comes in two paris, 
loading in mo particular order. The 
first is à combat practice routine 
for one or two players, designed to 
help you get to grips with the 








The evil sorcerer Drax presides over your doom — and yes, that's you, Barbarian, on the floor. 
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fighting moves and assess the 
strength of opponents. The sec- | 
ond is a Fight to the Death = the | 
real game where the Princess' 
iuture is at stake and where you 
eventually come face to face with 


“ Just as we were thinking | 
that no-one would ano the | 


ends Msg And 














Drax himself. 

Similar to other beat 'em ups, 
Barbarian has 16 available moves 
— eight using the directional Keys 
(these contro! body movements) 
and another eight with the direc- 
tonal keys and fire button (this 
pe the attacking movements). 

é are four stages, and four 
“| increasingly difficult opponents for 
" Barbarian to beat on his way. 


As each foe is defeated (lterally 
by knocking his head off), a small 
lizard-lika creature ambles across 
| the screen, kicks the severed head 
aside and drags the body off to 
prepare for a feast. Tasty. 

On the final screen you have tô 
fight the mighty Drax. He's is no 
swordsman and launches into bat- 
tia by huriing bolts of magic; these 
| should be avoided to the best of 
| vour ability and a physical attack 
launched. With Drax defeated, 
Princess Mariana is saved and 
shall probably want to mary you 
lor something soppy like that). 


COMMENTS 
Control asia dr definable 
sd Kempston, Interface 


| Ns algas! onity 
“designed surr ana 
|| manochromatic playing area 
Graphics: simple backdrops, 
but larga, excellentiy animated 
characters 
Sound: even 48K sound 
| boasts a great tune 
| Skill : ONE 


| Sgreens: eight stages, plus 


two-ptayer practice mode 
| General rating: Probabily the 
best Spectrum beat 'emup yet, 
playable, addictive and worth 


| the-stesp price. 
































Producer: Melbourne 
House 
Retail Price: £E7.95 


rading with the aliens is the 
onhy way to make a fast 
intergalactic megabuck 


these days. And as you're facinga | 


massiva prison sentence back 
home, the thought of trading min- 
erais on 5.2 billion pianets is more 
than inviting. 
Your ship (stolen of course), 
moves left and right, up and down, 
accelerates, slows and rolis. The 
main screen shows sumounding 


| starfelds, but can be replaced by 
a map from which a prospective | 


trading planetf's honesty, eco- 
nomy, heipfulness and mineral 
Class i5 assessed. If a planet is 
suitable, its coordinates are plot- 


ted and a hyperjump made. 


Having pierced the atmosphere, 


| a suríace landscape appears on | 


screen. To help your landing, on- 


| screen prompts indicate when 


landing gear should be engaged 
and engines switched of. Addi- 
tional information is provided by 
Yaw, Pitch and Roll indicators at 
the top of the screen and Speed, 


“ No it's nota Star Trek rip- 
off, but who's to say that you 
won't come across the USS 
Enterprise and her crew 
members somewhere 
between the four billion plan- 
| ets! The effects are pretty (al- 
though there could be a little 
more variation), and the way 
in which the planets and 
tandscapes have been exe- 
cuted works excellentiy. 
However, Enterprise proba- 
bly won't have a lot of lasting 
' appeal, as it's basically am 
Elite variant without the 
| extensive and all important 
| shoot 'em up sections. ” 




















“ |was completely surprised 
by Enterprise, à feels some- 
what ça a less addictive 


| Elite. The presentation is 
| e sound 


little 


fun part is the orar | 


with the trading aliens — 
can prove very profitable : 
ro bene but it pro- 
seres ara bit of jovial 
one of the locais. 


mello makes quite a 
ciano, not mega, but worth 
pesk. ” || 





| Acceleration, and Altitude read- 


outs at its Dase. | 
Trading with aliens begins when 
a successful landing has baern 
made. These fall into two types = 
those that ara helpful and honest 
and those that aren't, Choose 
carefully with whom you deal, and 
beware of those that engage in idle 
chit-chat. To save conversational 
time, stock phrases can be called 
up. 
The price of minerals is deter- 


| mined by their rarity and the trad- 


ing planets economy. Bargains 


can be picked up though, and bulk 
| buying offers discounts. You can | 


also buy food, fuel, insurance and 
ship repairs. All trades are logged 
into the ship s computer, and your 
bank account accordingly 
adjusted. Be careful that you have 
sufficient funds, otherwise you'll 
find yourself in trouble with the 

olice, or wiped out by the Ron 

ice Guy Credit agency. Though 
this nest egg may be Gaming you 
interest, it's also caten away by tha 
ravages of inflation, constanty 


| increasing the wealth you need in 


order to retire ta Paradise Planet. 
Damage occurs to the ship's pri- 
mary systems, with the fuselage 











the most vulnerabis, expensive 
and potentially disastrous section 
to go down. When damaged, 


| engines and boosters run less 


efhcienthy with increasing fuel con- 
sumption, remaining levels are 
shown at the bottom nght of the 
screen, whilst impertect shields, 
landing gear and braking systems 
fail only with use; cargo doors can 
jam open; and taulty storage sys- 
tems cause food to rot. Systems 
can sustain damage in collistons 
with minerais, police ships, or ifieft 
activated, during entry into a plan- 
et's atmosphere. 

To give you some protection, 
seven Je Of insurance policy 
ara available. The price of each |s 
dependent upon à planet's eco- 
nomy and the status of insured 
items. Should a claim be made 
against the policy, the items are 


“There are some lovely 

effects in Enterprise = includ- 
| img a marvellous spinni 

planet = but it still doesn 


| generate much exchement. 
None of the many tasks 
offered any 


achievement - however 


| swapping idle banter with 


“the | planets  residents 

| became quite pleasant.lfyou | 
wanta game that doesn't just 
rely on killing off the univer- 
se, Enterprise is worth con- | 
sidering =butit's not the type 

| that 'd really go for. ” 


returned to you in the state they 
| were in when the insurance was 
| taxen out. 


In the course of your wheeling 
and dealing, its all too easy to 
commit crimes: booster rockets 
damage nearby craft, and hyper- 
jump rockets destroy them. A con- 
sequent armest by the interplanet- 
ary police causes financial dam- 
age, along with a potentially prob- 
lematic criminal record. 


COMMENTS | 


Control keys: Cursors and 
other inputs 
gds Kampston, Interface 


Use of colour: good 
Graphics: some spledid 
effects, and neat characters 
Sound: minirnal 

Skill leveis: one 

General rating: À slower- 
paced trading game with some 


arcade skills required, more 
likely to appealto fans of ihe 
gente, 


| Presentation 
Graphics 
Playability 
Addictive qualities 
Value for money 
Overall 
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Producer: Starlight 
Retail Price: £B.95 
Author: Timothy Walker 


have 
Universe 


E enacing aliens 
; entered our 

a E through a np 
space time continuum. Rhett Dex- 
ter is the only man who can stop 
their otherwise irevocable dic- 
tatorship. To do that he must first 
gather nine of the 100 separated 


“What we have here is a 
large amount of Dark Star and 
a bit of Elite all rolled into one 
rather boring vector graphic 
shoot 'em up. The fun is, of 
improved when 
choosing the two- 


option, but | found the one- 
| player game repetitive and 
nao H must be said that 
| the vector graphics are e 


| erbly done —- very smooth, et 
still quite fast. | realise t 


the play area has to be | 


| reduced for a two-player 
game, but | would have liked 

| to have seen more of the 

| enemy when playing on my 
own. Good to see a sound 
option as what noise is heard | 


is worth tuming off. 'm sur- 
prised that such a simple and 


monotonous game should 
be released at a full price! ” 
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in the | 










“ À naeat idea perhaps, but | 
dont think Dogfight has been 
implemented as well as K 
should have been. The basic 
gameplay is simple enough, 
although om one-piayer 
mode it isn't too compelling, 
amd lasting appeal will be 
short-lived as there's little 
variation conti cnrcltoo the | 
game. The two- ode | 
is much more gera to | 
play, because the split 
screen works well and the 
minimal use of graphics is 
hardly noticeable. lfyou have 
a friend to play this with, it's 
nota bad littie game but play- 
ing solo left me cold. " 



























components of 
Generator. Once these are reun- 
ted the rent in the space fabric can 
De sealed, 

Seated in his interstellar fighter, 
| | Rhett guídes it horizontally and 


the Spatial 


| vertically, accelerating and brak- 
| ing, by watching his two-part split 


screen - enemy craft shown on the 
left, and his own on the night, 

The fighter's position is shown 
by a flashing dot on the galactic 
compass at the top left of the 
screen, with the intersection of the 
crósshairs aligned with the distant 
space hole. A centrally placed 
radar indicates the relative posi- 
ton of other craft, planeis and 







generator components. 
Armed with interchangeable 
weapon types, a red alert indicator 
warms of approaching alien, dis- 
playing their vulnerabie points on 
a schematic at the base of the 
screen. some enemies require 
several hits belore they are 
destroyed, and for each one 
basted points are awarded. 
The fighter's fuel supplies and 


the power of its protective shield | 


are limited. Should fuel levels fall 
to zero the mission fails. But 
recharging and refuelling is under- 
taken by fiving through the rotating 


vector squares on various planeis 


= têvealed when all enemy craft in 
the area have been blasted. During 
this stage up tó four enemy ships 
may appear and attack, f they do 
Rhett must defend himself fast. 

A countdown clock displays the 
time l&ft before the aliens” domina- 
ton of the Universe becomes 


inevitable. Andit'sabig place;any || 


of the Universe's 256 sectors may 


-be warped to, and searched for 


components, though this can onhy 
be done after refuelling or upon 
collection of at least one generator 
piece. The vital component parts 
are revealed on the main screen 


& Rhett Dexter's twin viewscreen, showing his own craft on the right, and enemy movement on the left. 















“ Doghght looked as though 
R could have | a ga 
game, but unfortunately, | || 
thought it lacked quite a lot | 
of playability. | enjoyed the 
first go, but that was just 
while | flew around and shot 
things to get a feel of the 
game, When you start look- 
ing for bits of the generator, 
though, it starts to get a bit 
more boring. The two-player 
mode makes it a bit more fun, 
but the graphics are still the 
best bit. " 





when ail enemy craft in the sector 
have been eliminated. 

After destruction, any pieces 
alien craft may have been carrying 
can be picked up by Rhett. When | 
components are collected the fact 


| is indicated at the bottom left of | 


the screen. Only two pieces of | 


| generator can be carried at one 


time, and these must deposited at 
the hole before any other compo- 
nents can be collected. The hole 
consists of a nine square grid, 
generator parts plug the squares, 
when all are filled the Universe |s | 
saved. 


COMMENTS, 


Control keys: definable, up/ 
down, left'right, fire and 
change weapon needed 
Joystick: Kempston 

Use of colour: monochroma- 
tic plaving area 

Graphics: slow moving vec- 
tors 

Sound: uninspiring, no tunes, 
few spot FX 

Skill levels: one, although two- 


player mode offers two vari- 
ations Screens: starscape 
General rating: Neat 
twolepiaver game, not so hot 
for the solo pilot. 








Te SO GOTE ana HEM ON THE ARAGICH ara ati tina Hi 
rtha o positions, Ba ca plummet suggests 
you're getting bored of BORED OF THE RINGS. 


The Adventure Trail ES0 worth of software go 

to Christopher O'Leary from Nether in Derbyshire, 
“and the four runners-up are: David pps from Ossett, West 

Yorkshire; ncia Murray, from ssex; Richard 
W y from "pool; ; and Steven Ni Nicholson from 





|) SPIDERMAN ADVENTURE INTERNATIONAL 
KENTILLA — QUICKSILVA 
FOURTH PROTOCOL CENTURY HUTCHINSON | 
17) MINDSHADOW IvIS 
SHERLOCK MELBOURNE HOUSE 
| SWORDS AND SORCERY 


| HAMPSTEAD | MELBOURNE HOUSE 
JEWELS OF DARKNESS 


-) THE SIDNEY AFFAIR INFOGRAMES 


“GARGOYLE GAMES 
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Address 


POStOUO squeseerevesenaisisiencousss boy teia grátis 


me” 


| breached US Gold pigay bank can 


Have you got perfect timing? You 
have! Good, then go away = this 
great Metrocross competition |s 
for readers that haven't. 

US Gold are helping these poor 
unfortunates out by offering a 
watch to help them keep time, As 
this- comp is being scrawled onto 
paper, Richard Tidsall, the man 
with the US Golden touch, is busihy 
rushing around Birmingham 


| searching out the best sports 


stopwatch that the recenthy 
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aftord — plus... a copy of the 


| game for the winner, and 20 more 
for the next-best entrants (phew!). 


Anyway, about lhe game... 
Strangely enough, Metrocross 
is not about angry people in the 
Paris underground, No... fisa 
challenge designed to inspire you 
(at least that's what the blurb 
says). This conversion from the 
Namão arcade game sees you 
hurtling down a horizontally- 


gcrolling tunnel nddled with 


potholes, a barrage of obstacles 
anda plethora of no-go areas 


* deyisedto push your frustrationto 


its limit. 

The key factor inthisspace-age 
obstacie race istime-— you recon- 
stantly playing against the clock — 
and if you haven't got perfect time 
ing then you're metropulp, 

To win these fab prizes we're 
calling upon your artistic talents to 
design a special CRASH watch 


EN 
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thatany minton would be proudto | 


own. Fake our blank watch and fill 


ts empty face with cópious Inspi- 


rational scribblings. That done, 
or one-legged carmer pigeon to; 


TICKING MINIONS, 
CRASH, 

PO Box 10, Ludiow, 
Shropshire SY8 1DEB. 
Designs should be In by 25 
June at the latest. 


"sendtheresultby post, helicopter | 
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Quartz Halogen 'Pop- 
Up' headlights just « 
like a Porsche 924. 




















Audible warning device 
= pressing results in a 
boing, boing, boing' 
noise. 


Extra large flappy à 
cheeks, watch out 
for tweaking 


grandads. /, 


Trendy designer cut 
Off T-Shirt (causes 
—u- nasty draught round 

your coils). 


Stupid grin, take a quick 
look in the mirror when 
playing this game. 
See what we mean? 
Leather boinging gloves for 
a sure fire grip on that 
joystick. 


All round independent 
coil spring suspension 
quaranteed for over 
100,000 boinags. 


Size 14 racing tread 
"* Hlippers for inflight 
stability and a sure- 

footed landina. 





Gremlin's springiest star is set to bounce straight back 


A quick hand and dogged determination are needed if 
nto a new adventure. 


you re to getanywhere with Thing in his latestescapade. 
Fast and furious action is the order of the day and a 

good sense of direction would be helpful to guide Thing 
round such a complex location. 


Following his world saving exploits against the evil toy 
goblin and his monstrous toys, Thing's enjoyed his much 
needed recuperation, oiled his spring and is now raring 
togo. What next?...he must finish the job properly and halt 


the factory computer auto producing these hideous toys. Available on 


CBM64/128 AMSTRAD SPECTRUM 48/128K 
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But as superfit as he is and fastas he can move there's 
danger hidden around every bend... goblins lurkinag to 
drain his oil, water rushing to bow! him over, iron chickens 
fielding dastardly deadly eggs. 
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 Mutants, coming from 


| of flagging energy — 

“s time to revitalise 
rt pedalling back up 
E cottage, home for 


This may look like the contents of the average office's dustbin, but in far tit's 
series of Clues which are necessary to. solve the mystery in Murder om tie Aliar die 4 
infogrames' latest adventure. 

The era is the late thírties, and you're à police iperimEndeii taking a mrell- 
earmed break abord the Atlantic liner Bourgogne. However, à foul murder is 
committed soon after the ship leaves New fork, and tf's up to you to find the 
quilty party before the cruise ends in Europe, More foul play occurs throughout 
the frip, and the pace speeds up when you realise that the outcome of the second 
world war depends on your successful solution! 

Murder om (he átianto should be available by the time you read this, priced aí 
12,05. 


























MICRONAUT ONE 


Nexus 


N APPARENTLY lifeless 
asteroid floats listlessly In 
| space: but its home to 
vou, one of the greatest break- 
throughs in technology — a living 
computer, half machine, half bio- 
organism. A network of interlinked 
tunnets running deep under the 
asteroid s equator is integral to its 
power system, for lying in dead- 
ends are four power generators 
that ought to be kept at optimum 
leveis of energy. As a member of 
the Guild Of Equalisers, your life is 
geared to maintain this system 
and to keep power levels in the 
four generators stable, which 
largely means collecting power 
from an over-running generator 
and taking it to one which is under- 
powered. 

Micronau! One is a new game 
from Pete Cooke, author of Tau 
Ceti and Academy, and while it's 
quite different from those two 
games, its front end is similar in 
being large, and offering plenty of 
flexibility within the game. You can 
fiddle with the screen colours, tun- 
nel decorations, sound, take a look 
at the scores, play the demo, 
check out the map of the current 
tunnel network (four in all), scribble 
notes down on a padorsee what's 
happening on the Energy Transfer 
Unk (ETU) — the mechanism which 
monitors the status of each power 
generator. 

There are two games too. First 
there's a simple tunnel-racing 
game against time for high-scor- 
ing heroes, but if you like some- 
thing to race against, there's a 
5] -setectable 'pacer' availa- 
bile. Then there's the full game. As 
well as shuffling energy between 





generators and steenng your craft 
through the twisting tunnel net- 
works, a horde of creatures create 
bio-problems. These are 
Serim, and their entire lfe-cycle 
may be followed just by sitting 
quietiy and watching one. They 
a life as a egg quietly gestating 
and swelling on the tunnel floor. 
Alter a minute, with a rumble and a 
flash, they turn into slug-like larvas 
and scurry off into the distance. 
Follow closely, and shortly you will 
ses the next stage; the larvas split 
in two, forming another egg and 
the adult Jellyfly. 

Jeliytlios, umbrella-shaped cre- 
atures, roam the tunnels building 
ih which block your 
way. eogs are impervious to 
the electricity bolts you can hurl at 


& ACARASH EXCLUSIVE! Even before the game's finished, we bring you The Map! À 
typical tunnel network from Micronaut One. 
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them, but the other forms can be 
wiped out — if you catch up with 
them. 

The speed and smoothness of 
the animated tunneis in Micronaut 
One is quite amazing and Pete 
Cooke has coma remarkabiy close 
ta producing a realistic 3D game 
that should please many a games- 
ter. At the time of writing, Pete is 
still working on the gameplay; 
Nexus aims to release Micronaut 
One “when ils ready, which 
should be very soon. Watch out 
for our special in-depth intervigw 
with Pete in nextmonth's CRASH. 


And here's one that we prepared eartier: a fully grown Jellyiiy legs" it down the 
corridor after getting an electric pulse up its backside. 
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issug of CRASH! cân be ordered by using thefor n elo CARRIE mos, 

Butto avoid disappointment, please ring firsttê k dia dibilityotun 5 
CRASH Mail Order | is backed by the resources of | deves etd Ltd, publis 

| magazide, ZZAPland AMTIX, which has been supphyia more thai “gd | 

— usa re with software for over 3 years, so you gan be 
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M Tamara, while | rot here in the nether 
| DD regions of despair, as we teleport to our 
| trainee assigament on behalf 0f Macdonalds Inter- 
“| -galactic. The Corporation Wars have been taging for 
centuries now, and we are trying to prevem the 
Cocacotonisation of the planet Kashdispensa, for- 
merly Earth, by setting up a planctwide system of 
picrowave vending machines. Personally, Ethink the 
idea 15 asinine, as there are no humans on Kashdis- 
pensa whatsoever, but then Um not paid to think. Em 
not paid at all. Unless you count these weird bits of 
paper signed by the legendary Krey Twins, Oliver 
and Franco, servants of the dreaded Lord Sendusa 
Fax. 

This planet is incredibly ugly, Duane fits in per- 
fectly. Tits entire surface às covered in plasticrete, 
whose entire surface is covered in graffiti, and its 
entire population consists of vending machines. 
There are squillions of them. Chocolate bar dispen- 
sers in what used to be Switzerland, Softee-lee noz- 




























in San Francisco, whereas here mm a forgotten, damp 
te corner called Britain, there's nothing but utter)y 
uscless gambling devices. Apparenty it all began 
| long, long ago, when your mytholgical goddess Mag- 

got Hatcher demanded impossible sacrifices from her 
| worshippers. After selhng off ihings like pas, oil, tele- 
phone conversations, justice, health and air, She dis- 

pensed with people altogether, replacing them with 
much mote efficient machines. And these machines 
were happy as Larry, trading in bits of paper signed 
by the Krey Twins, which had no real value, and 
| voting for the goddess Hatcher in a peculiar sexual 
rite called a General Erechon. Larry wasn't tdo 
happy. mind. He was tumed into hardeore, and the 


dom number generator-circuit in a Bingo machine. 


“Here Lam, the most intelligent entity on 
this entire planet and my prime function is 
as a bog attendant”” 


| Texpect vou are wondering why-d haven t mén- 
| tioned going to the toilet yet. After allit is the mos 
common motivator in every episode só far. Apar 
from pgratuitous sex and violence. Well how can | 
disappoint vou, here goes, ils todet fime again. 
Duane Pipe has two legs, one bencath each of his 
scaberous buttocks. Thest legs are gooseberry- 
haired stumpy columns which how outwards like a 
| pair of curled brackets either side of a very small 
percentage symbol. Tt is this part É his anatomy 
which he clutçhes as he hops from one gooseberry- 
haired stumpy leg to the other. As 1 tell this telling 
tale 10 you hyis mpping loose a buttock blaster com- 
pristmg 17% sulphur dioxide, 24% methane, 11% 
| politiciam and 48% coruelty to underciothing, 

“Pooh!” says Tamara. | curse the armaments 
designer who equipped me with scent analysis Lourse 
my revolting pimply hostfor jiggling about and mak- 
ing me fecl queasy as a vegetanian in a French kiss 
and E eurse forty four word sentences without any 
punciuation in them. The idiot boy is asking me 
where the nearest wec-wee house is. Imaginei, here 
| am, the most intelligent entity upon this entire 
planet and my prime funcion is ds a bog attendant, 
And what is worse, | don't know lhe answer. 

“Try thatmachine over there, Duane, you inconti- 
nentiiterat. * direct him to one ef the more abussd 
wall -dispensers. “This don't look like a urinal” he 
“tunes. “us too furoffthe ground.“ Thenstindon 
tp-loe. and aim high. And hurey up petore all this 
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vold pal M0OT has been putin charge od 


vles-all over some place named Napoli, fag machines 


phosphorous fróm his brain became part of ihe ran- 


lavatorial effigent is sub-edited out.” There isa sign 
above the wull-machine, in Aaking ancient English, 
but-some of the letters have-been crased vet the 
March of Time over passing centuries, notto mention 
the shoddy workmanship of Di Young, anitinerant 
Welsh Letrasign adherent. who lived tó be 86, and 


“spend the twighlight of his days addicted to the glue 


om lhe back of the letter' K, Thesign reads' ACCES- 


C-D-ASH-D-SPEN-ER', Naturally for a being 


endowed with my great intelligence, il takes me a 
nanosecond to computer that this machine is à bodily 
waste disposal unit, of the disintegrator beam type, 
common in the Armitage-Shanks Nebula. The sign 
must have originally read ' ACCESS CRUD SLASH 
DISPENSER, in that charming directness beloved 
of the ancient Brtons. 


“All those years of Macdonalds potiy 
training are about to pay off... ” 


“But Edon't know how to use it Louse, and Em 
bursting! Come on, you're supposed to be my per- 
sonal advisory unit, so advise me, and hurry upo” 
Tamara is walking away in disgust, t and what a stink- 
img -gust it is, in the general direchon of serried ranks 
of fruit machines. My heart aches the further she 
retreats from Duane's stink. [had better advise him 
fast before Nose sightof my wonderful herome. “Just 
read the instructions, Duane, these computerised 
urinals always have a display soreem and a keypad Lo 
help idiors like vou,” He Nggles about in front of the 
Slashpoimt, and sure enough, its protective glass front 
panel is shding upwards to teveal my predictéd 
screen, keypad, and a couple of functional looking 
slots. | just hope that all those vears of Macdonalds 
potty training are about to pay off. The machine 
springs tolife and issues its first instructon: INSERT 
CARD”, Duane |s completely bewildered of course, 
nix having the intelligence to master Ancient Engl- 
ish, let alone to goto the toilet unaided, 

Nem Lam advising him to put his identity card in 
the appropriate slot. [mean the Brits can (have any 
old bfe-form voiding their bladders hercabonts, cam 
they. He is inserting his card, and figgling about with 
alarmimp force. “ENTER PERSONAL ACCESS 
NUMBER glows the instructton on the tie monoe- 
hromatre VDU. So that's what theycalled Privates in 
the old days! How quaint?! | have to explain this to 
the imbecihc Duane Pipe, who has the audacity to 
doubt my superior intelléct before obeying the 
machines command. “KEY IN AMOUNT 
REQUIRED". Duane actually manages to tap out 

“Number Ones" alton his own, ENTER DEPOSIT 

OR WITHDRAWAL: Well, gentle reader, thére is 
no need for meto tel vou exactly what is taking place 
at this moment, but the machine is Nashing up its 
chemical analysis 0E Duane's deposit with the simple 
verdict 'MALEUNCTION', which 1 can certamiy 
confirm. Mis functions are rótten, 

Duane heaves “Ho”, a satished sigh of relief, and 
Lucns away from the Access Crud Dispenser, but am 
not letting him get away with that.“ Youngmant” 1 
telepathically reprimand him. “Wash your hands at 
once! And shame on vou, vou dirty little beast, Look 
for the the soil dispersal beam before you indulge im 
nose pieking or any other of your favourite foul hob- 
bres! Listen to him mutter obscenitics under his 
breath, which also stinks. Watch him slouch back to 
the machine, roundshouldered, squareheaded, brac- 
ket legged. the percentage symbol shrunk to am 
umlaut. 1ET had nor decoveréd thatGod was nothing 
but an egocentrio rock'n'roll Compact Disc hall way 
through Episode Three, [would pray to him now for 


deliverance from thistorture of forced sumbiosis with 
a moron, 

The cretin has managed to decipher the corrent 
message sorolling up ihe machines's wecny sércen, 
which states that Duane must uwait a receipt for has 
deposit, Things must have heen horriically beaurdeo- 
ratio in late Twentieth Century Britain df they gave 
receipts every Ume you weml wee wec. As Duane 
waves his hands in front of the horizontal hand- 
cleanser slot, several small paper towels are cjected 
from nm, How incrediblv primitive! They are raiher 
shiny and [would thought them unsuitabte to absorh 
surplus moisture, but they are quite pretty, umprinted 
with ancient tunes and portraits of domestic gods. 
“Who's this “ormble looking git on the. towels. 
Louse?” asks Duane, in that charming snivel of his, 
Eanalyse the portrait; and search my prehistório his- 
tory data banks, Naturally E amable to answer, “His 
image coincides with a two-dimenstonal representa- 
tion of The Duke of Wellington, a great British war 
leader, Yeah?! encers Duane, blovang his nostol 
contentsinto the hrnile kerchiet, "Wellfhe ssogreat, 
how come he wound up in the paper towel racket? 
Trosommmphk!!” 


“Queen Elizabeth was never in the paper 
towel racket. She was in extortion”” 


E mustadmit That Ecannot respond to this question, 
although my memory banks inform me that the lady 
wearing the metal hat on the olher side of the iowel 
was known hereabouts as Queen Elizabeth Ave- 
Ave. Queen Elizabeth was never in the paper towel 
raçket. She was in extortton. | have some fascinating 
info om her sister too, whose favourite pastime 
involved ultra violet light, body lotign anda cube 
ber ... “Louse! Louse! [wanna go Number Twos 
now! How can | use this stupid toiet wlren 105 hall 
way up the wall? Louse? Help me Louse, | wanna go 
Number Twos!” Tamara has pot bored with the fruit 
machines and wanders over, only to Rare one perfect 
postril, deliver the word “Pooh”, which happens to 
be-the only syHabhe that has escaped her lips for two 
episodes, and retreatto a corner full of chewing gum 
machines, whose Making brand name reads Fe 
ATHERTGHT. 

Vam categonically retusime to help Duane Pipe any 
more. Let him work out his Number Twos himsel, 1 
will not abase my imtelléct any lower that it has 
already sunk, even though my host is awkmardiy 
elimbing vp on-the little metal ledge of the Access 
Crud Slash Dispenser, and has dropped his trousers 
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to facilitare the soreen's “ENTER DEPOSIT 
AMOUNT' request. | am not going to warm him 
about the anti-vandalism protection built im to the 
machine. Lethim find out for himself, 

There is an ominous whirring of gears from within 
the wall cavity, and mysmoke regesters an interesting 
combination of -sihcon fusion and catalytio dung. 
Whats about to happen gives a whole new meaning 
to the word disaster, with the insertion of the letter 
“r after the “a! and-an “e! after the 's. The glass 
protection panel shices downwards with à smoothness 
and rapidity reminigcent of the guillotine, but this is 
no time to lose your head, Duane's eves widen m 
reverse proportion to his newly streamline backside, 
and as 1 fall to the cracked pavestone of anciént 
Earth, still dispuised as 4 buttock boil, Lam observing 
a stght that will haúnt me for the rest of my life, or 
untilthe endofthe nextparagraph. Whichever comes 
the sooner. 


“The last thing which is recognisably 
Duane Pipe is his dislodged right eye. A 
strange sight... ” 


The sixteen year-old living carcass of Duane Pipe 
is being sucked mto the lefi-hand slot of the Dis 
penser, starting at the lower bowél, and unraveling 
like surprised spagheti, from the inside out. The shot 
measures 55 millimeters wide by 2 millimetres high. 
and up until seventeen seconds ago, Duane was a 
normal round shouldered slob weighing 64 kilos, At 
thus very moment his starboard kidney is dome 
beached fishimpressions, Rapping and leaping on the 
pavement, rather prettly mm my opinton, and now 
disappesring down a gutter drain to begin a new 
career as a ratsnack. His teeth are being expelied 
from the Duke of Wellington paper towel dispenser 
slot, and land meatly on top of each of the 
alphanumeric keys, an the sort of coincidence thai 
will be famihar to readers of this story. His blood 
spurts from the Receipt Slot in a single are of 
parabolic perfection, instantly being converted to 
one long sizzling black pudding, due to the fact that 
the shot glows white hot, For the first time since Dhave 
made his acquantance lhe young man smells noi 
unpleasamt. The last thing which 15 recognisably 
Duane Pipe is his dislodged right eye. A strange-sight, 
which now vapounses into à decorátive spherical 
shomer of tiny globules with à sound which'is very 
similar to the ancient British word for inlimate con- 
Press. 


“The only gay neutron bomb in existence, 
due to his AC/DC converter being fitted 
back to front by am Austin-Rover robot 
with Altzheimer's Disease... ” 





The heat generated by this amusing incident is 
causing the buttock shice om which | am resident to 
sizele more than somewhat, accompámed by the 
mouthe=watering smell of frying bacon. Tamara wan- 
ders overand pesrs down atme, wrinkling her perieci 
nose, and uttering her mevitable “Pooh!”. Hang on 
asecond, Lam-recerving a message from Louse UU, 
which may prove critical to my entire future. While 
Tamara wonders il she should report the heresv of a 
slice of fned bacon on the pavementof a Macdonalds- 
only planet, 4007 15 telling me that he has fallen in 
love! This | cannot take! 007 has always been the 
only gay neuiron bomb in existence, due to his AC/ 
DC converter being fitted back to front by an antique 
Austin-Rover robot with Altzheimers Disease, so 
howcanhe have fallen for my own true hearts desire, 
the incomparabie Tamara Knight? HE Las à human 
being Did kill myself. Asitis. PI kill my former buddy 
EMI. 

“Don't be a silly-billy', warbles MT, “its not 
Tamara that makes me go al weak at the interface, 
it's him over there!” He sends a microwave beam of 
dehght in the direcion of a fruit machine hanging om 
the opposite wall, which responds by waving iteshiny 
chrome handle in-a highly provocative vet pleasanty 
erotic manner. “Just look at his well-oiled gears, and 


those beautiful Nudge'n Hold buttons, and when he: 
spins his chernes, well 43.142. my atomte pie goes 


quite entical, You must help me, please! 1 want to 
take a chance on love, and Macdonatds can gotake a 
fiving fondie at a rolling doughnut!” Ethink | know 
what's coming next: Oh joy, oh bliss, oh Tamara, 
soon you and | wall be one again. 

H007 implants a low-lével auto suggeston in Tam- 
ara's mind, and she picks up the hot shce oÉ Duane 
from lhe pavement. Like a slcepwalker, she takes 
this-pitiful remnant of my former host over to the 


one-anned bandit, who introduces himself as Lovely 
W Batterod Electromo Random Access Cent Enteér- 


tajner, or LIBERACE for short, and thanks me from 
the bottom of his jackpot for the service | am about 
to-render him and his new-found paramour, In less 
Hime it takes for a meht cyveball to vapourse Tamara 





plucks W007 from her perfect skin; and pops hum into 
Liberace's moistened coin shot. | have never seen 
such happv machinery im my artificial life, and Dam 
sure that you will join me im wishing Tem a long and 
frutful symbiosis together. Maw they respecr one 
another, and always remember the words of lhe 
appropriately christened Francis Bacon,“ Bisimpos- | 
gible to love and be wise” (Essuvs. 1645 AD, 
Kashdispensarian, formerty Ancient British Earth- 
ing), 

Now Tamara is picking me out of the congealed far 
of what she thinks 15 a slice of smoked streaky, and 
holding me up for examination. “Tamara! My own 
sweet love. | have been waiting for this moment Tor 
sucteen years! At last we can begin our life together 
all over again! Is me. your own sweet Louse, ready 
to become your man with a smallish moustache and 
some leisureware.” She peersatme, sniffs me, thinks 
for a moment, mutters “Pooh!” and with a disdain- 
ful Aick-of her perfect wrnist towards the longest back 
pudding on the planet Rashdispensa, formeriy Earth. 
she nsses me away. 


DON'T MISS PART EIGHT OF THIS 
AWARD-WINNING SAGA (THE TYPE- 
SETTER WHO WROTE “24º INSTEAD 
OF THE MATHEMATICAL FORMULA 
FOR 'BALLS" IN EPISODE SIX 5 NOW 
CONFINED TO A WARD), WHEREIN | 
INVENT A MACHINE WHICH 15 
GUARANTEED TO MAKE YOU DIE 
LAUGHING, AND TAMARA KNIGHT 
LEARNS A BRAND NEW WORD. 













































TO BE CONTINUED ... 
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And, ves, you turn the page 
ano... 


| Ssurely... unless it's another 
| Ztap-em-up cibne 
No, it's the first-ever CRASH 
video review: Well, there are two 
of them, actually = two recent 


releases vou can go out and rent 
when you don't feel fike running | 


the GAUNTLET yet again. Fora 
wite. 

fou || notice these videos 
reviews aren't structured quite 
like the CRASH game reviews. 
For one thing, there's no 
detalled synopsis; that's 
because the fun of a film often 
hes in finding out the plot, 
whereas in most games it's the 
playing rather than a 
suspensetuiscenaário that really 
matters, 


And (to be honest... IWe 


With Timothy Bottoms 
and Karen Black 
Label: Cannon 
Certificate: PG 
Running time: 95 minutes 


When the Martians attack a small 
American town, ts up to a 
scientist's son to convince the 
local military that they have to do 
something = but il seems everyone 
ha meets has besn Martianised 


From Mars. Should we smile or 
| shudder? 


It opens like an outtake from | 
with the | 
watching | 


Close  Encounters, 
nuciear family : 
meteors and the space-mad 
ten-vear-old seeing worse, it 


becomes genuinely creepy as | 


the aliens take over young 


David's parents, his teachers, | 


and the local police (it's 
spookiness on the same theme 
as that subtly terrifying thriller 


The Stepford Wives, where you | 


know... something's wrong 
with these people... but you 
don't know ... what...) 

Then it goes ptain 
preposterous when the aliens 
| are revealed = far too early in the 
film — as absurd turtle creatures 
(These things,' 
“they're huge ugly giant shimy Mr 
Potatoheads." 

And then it begins to drag as 
David persuades the local 
military base to storm the enemy 
spaceship ('We're not out of 
options vet, the commander 


announces. 'Marines have no | 


qualms about killing Martians!"). 
130 CRASH June 1987 


says David, | 








| didn'thave time to get CRASH's 
what's this? There's no | 
INVADERS FROM MARS game, | 


patent temised comments out 
of these video reviawers before 


| they left Ludlow for pastures 


new and adventures as yel 
undreamt of; they were writers 


| on CHASH's former sister mag, 


LIA. 


Anyway, the background is, 
well, background; the important 
thing is what you think of these 
| reviews, notjustas opinions bul 


as models for a future CRASH 
section. Is thereroomfor videos 
in CRASH? Write and let Llovd 
know = he'll pass the message 
on and, ifvour letters maet his 
exacting standards of logical 
reasonmo and broad 
scholarship, publish a few 
comments in the FORUM. 

ênd now, as they say in 


| Ludiow Library, read on 


And it ends with a twist too 
comy to be taken seriously — 
Was AI A Dream, Or Was ht? 
But H you can stand the live- 
frog-eating scene - | THINK 
that's what it is, | heard it from 


behind my hand - then Invaders 


From Mars is good for a few 
spine-chills and the qutsy 
performance of Hunter Carson 
as David, the kind of kid who 


| says 'No, Dad, | know what ball 


lightning is. wasn't that. It was 
BARNABY PAGE 


| something else, " 
“Hs difficult to place Invaders | 


“Having suffered Tobe Hooper's 


fedious Texas Chainsaw 
Massacre | ana then his 
loathsome Lifeforce, | couldn't 


imagine him making a movie which 
would plumb deeper depths of 
absuroity — pat with Invaders From 
Mars he's done exactly that. Did 
this man really direct Poltergeist ? 
Look out; this is for connoisseurs 
of the well and truly amil, 


“There's nothing like a good 
Invasion from Mars to cheer up 
David, the infunating brat who 
saves the word in this film. There's 
too much of him and his uniikely 
wisdom, and not enough real 
terror — and the fim falls 
completely apart when the 
Martians appear. Invaders From 
Mars |5 a misged opportunity, a 
cheap bit of sci-fi nonsense which 
wastes a few strong characters 
ana scary scenes, * 

TIM RICKS 


CRASH rating 40% 


Frogs for dinner! Extraterrestrial 
turtlest H's an Invasion From Mars... 


With Vincent Price and 
Donald Pleasance 
Label: Channel 5 


| Certificate: 15 


Running time: 93 minutes 


Take a fang-in-cheek gander at 
the despicabiy foul history of the 
Monster Club, a London niterte for 
those who cam only go out at 
might... 


“Vampire Erasmus (Vincent 
Price) invites  distinguished 
horror writer Ronald Chetwynd- 
Hayes into the Monster Club to 
give him new material for his 
books. Erasmus tells the writer 
three stories of ghoulish goings- 
on, ilustrated by short films with 
Donald Pleasance, Britt Ekland, 
Patrick Magee and others in 
brilliant cameo roles. à 

At the conclusion of his 
chronicle, Erasmus nominates 
Ronald for an  honorary 
membership. To put down 
monster protests at Ronald 
being a "Hume" (human), 
Erasmus explains that man is 
the most ingenious monster of 


all, having destrovying millions of | 


his own kind by the most devilish 














| means in his short history. 


Very profound, and VERY 


funny. " 


“Have vou ever heard of a 
wereghoul, or a shadmock? Well, 
nor had | = but these are just two of 
the many monsters inThe 
Monster Club. 

This film — the most Bizarre and 
dutrageous I've ever seen — has a 
weird story line and atmosphere. 
Mixed with good special effects 
and music (compliments to UB48, | 
John Williams and Expressos) 
these make il a pleasing (if not 
goreless) movie. 

By the way, don't get excited 
nhen you ge! to the stripping= the 
well-proportioned body tums out 


| to be a bloody skeleton! 


LAWRENCE WARRY 


“This is a hilarious romp through 


| some spooky stories with Vincent | + 


Price and his ghoulish quide. The 
Monster Club, ah, possesses an 
inspired plot wilh a wickedly 
twisted moral at the end. 

TIM RICKS 


CRASH rating TOS 
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6 MASSIVE HITS IN ONE 6-PACK 


PLUS BONUS GAME - DUET 


PLUS BONUS GAME - 
DUET. PREVIOUSLY 
UNRELEASED, 
SIMULTANEOUS 
TWO-PLAYER ACTION. 





